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E WORLD ENDS TOMORROW 
IT’S ALL YOUR FAULT. 


Konami and Ultra” are putting you under the gun by giving you the 
power and strength to save mankind from certain extinction. 

In Super C™ and Snake's Revenge™ two new mega-hit mega-wars, 
youll be bombed, blasted and befuddled by the vile alien Red Falcon and 
the world’s premier madman Higharolla Kockamamie. From the onset of 

“= these onslaughts, they'll fight you tooth and claw 
; a with thousands of planet blistering weapons. 
<a Ese And if your rocket launchers, flame throwers, 
Ve oe laser guns and supreme wits fail to overcome 
multiple levels of mass destruction, civilization 
will cease to 
exist. And 
youll have no 
one to blame 
but yourself. 


Licensed by Nintendo® for play on the Nintendo Entertainment System® Konami® 
IS a registered ttademark of Konami Industry Co., Ltd. Ultra® and ULTRAGAMES® 
are registered trademarks of Ultra Software Corporation. Super C™ is a trademark 
of Konami Inc. Snake's Revenge™ is a trademark of Ultra Software Corporation. 
Nintendo® and Nintendo Entertainment System® are registered 
trademarks of Nintendo of America Inc.© 1990 Konami Inc. 

All rights reserved. 
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Nintendo and Nintendo Entertainment System are 
registered trademarks of Nintendo of America Inc. 


| | Call or write: Capcom U.S.A., Inc. 3303 Scott Blvd. Santa Clara, CA 95054 (408) 727-1665 
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Travel back to a time of sorcery and 
magic when the evil Queen Bavmorda 
ruled the land under a reign of terror. 

According to legend, a baby has been 
born who will destroy the heartless 
ruler. But the Queen vows she'll slay the 
child first! 

As Willow, the child's chosen 
protector, you must face the deadly 
challenge of mysterious forests and 
villages while battling the Queen's 
Nockmaar army. In the meantime, your 
fate depends on collecting an arsenal 
of swords, shields and magic for the 
ultimate confrontation with the Queen! 

So prepare yourself for the only action 
fantasy with wicked graphics and play- 
ability. From Capcom U.S.A. | 


Be on guard for an action- 
filled battle with Queen 
Bavmorda. 
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y , Introducing two 


new hits that are 


going to make your Game 
Boy™ scream with fear and 
excitement. 


In Castlevania-The Adventure™ from Konami® 


with Simon Belmont on his third—and possibly most vt pa 
quest through a maze of torture chambers and vampire crypts. 

While in Motocross Maniacs™ from Ultra? you'll get down 

and dirty in an off-road rad race where Nitro Turbo Boosts are 

the difference between popping wheelies and biting the dust. 


So, all of you speed demons 
and daredevils, shift your Pa 
courage into high gear and KONANM TT 
prepare to splatter your 
shiny New Game Boy Nintendo, Game Boy and the Official Seals are trademarks of 
with 2 little mud... aoa Anencare. ©) trated center te 
and blood. cengeictens Gein babes ee 
Industry Co., Ltd. Ultra® is a registered trademark of 


Ultra Software Corporation. 
© 1989 Konami Inc 
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WHODUNIT: COMPUTER MYS- 


UNEARTHING THE ORA STONE: 


Cover: You won’t have to hire a detective to find 
Our comprehensive survey on mystery soft- 
ware—it’s on page 52. So grab your clue book 
and turn the pages quickly! 

Cover art: Alan Hunter 
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A PLAYER’S GUIDE TO 
DUNGEON EXPLORER 
by Clayton Walnum 
NEC has brought you a Gauntlet-type 
contest for your TurboGrafx-16, and 
we give you in-depth strategies. 
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‘ve got to be 
honest with 


you: This column serves as a : 


“core dump” 


of what's going : 
through my mind with regards to : 


the video-game world. My brain : 
gets filled with all sorts of subjects : 
> familiar to some of you diehard 
meetings and shopping trips, and : 
it’s a chore to figure out what | : 
should address in my space. You : 
see, the rest of vG&cE is devoted to : 


from phone calls, trade shows, 


what is happening in the 
industry, but this one page 
lets me vent my feelings 
on anything | want to 
chatter on about. It’s a risk 
I'm willing to take, and 
I’ve gotten many positive 
comments on my views. 


This month, having just returned : 
from the January Consumer Elec- : 


tronics Show in Las Vegas, there ° 


certainly are lots of things for me to : 


talk about—such as the “TurboGrafx ‘ 


portable” we first revealed to our 
readership in the February 1990 
issue (News Bits, page 18. Unfortu- 


nately it's too early for us to do a full : 
report on it because many aspects : 
of the unit are still up in the air). We ‘ 
Came away from CES with lots of : 
hot info: How about a CD player for : 


the NES; or maybe you'd be inter- : 


ested in a game from Sega that was 
designed by and stars Michael Jack- 
son; or perhaps you want to hear 
about yet another portable game 
system that’s in the works. 

The trouble is, the show is only a 


preliminary peek at the year’s com- : 


ing products—many in incomplete, 


leave the stories 
for future issues 


of VG&CE when we can give you all 
of the details. We don’t want you to 
be told only part of the story! 


My new accomplice on this diffi- 


cult mission is a name that may be 


video-game addicts. The staff of 
VG&CE is enhanced with the addition 
of Donn Nauert, whose past accom- 
plishments include being captain of 


the U.S. National Video 
Game Team. Donn, who'll 
take the role of Assistant 
Editor, is an amazing 
player who has won 
many video-game com- 
petitions, appeared on TV 
and counseled countless 


gamers. In fact, though he was 
behind the scenes, Donn contribut- 
ed his talents to some of NEC’s early 
TurboGrafx-16 TV commercials. 


With Donn’s help, we're sure that 


VG&CE will continue to become a 
more powerful source of informa- 
tion for the reader. After all, our goal 
is to provide the best magazine for 
the hard-core game player. And to 
this end, as before, we’re anxious to 
hear 
VG&CE—whether it be kudos or criti- 
cism. Simply send us a note to 
VG&CE, 9171 Wilshire Blvd., Suite 
300, Beverly Hills, CA 90210. We’d 
be happy to hear what you have to 
say about the job we’re doing. 


how you feel about 


Now, if you'd be so kind as to 


turn the page, we’ll start on this 
month's exciting journey. As Arse- 


- nio Hall says, “Let’s get busy!” 
prototype form. Sadly, we'll have to :‘ 


—Andy Eddy, Executive Editor 
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Normans 
i eie Attack! Attack? 
THE ULTIMATE GOLF SIMULATOR 


It’s professional golf at its best with the game’s most aggressive and successful 

player, Greg Norman . . . a state-of-the-art golf simulation with more realistic 

three-dimensional graphics than you've ever seen before! 

Rich in detail, Shark Attack is packed with features not included in lesser 

games, including: 

@ Pre-game Practice, Matchplay, Greensomes, Strokeplay, and Texas Scramble, 
all handicapped according to adjustable attributes, with single and team play 
options (up to four players). 


@ A professional caddy who can recommend the club to use for each shot. AMIGA 
® On-screen ability to design your own swing, for a game which is more dependent on skill than luck. 


AMIGA 


© Greg Norman’s swing digitized for your instruction in the best golfing form. 
® Ability to open and close the club face and adjust the loft, totally on-screen, for greater control. 


e A 3-D perspective, which can be 
rotated through 360 degrees 
i 3 nt - Semi Ni Ans | 
walk each hole, and study the lie (104 hg 9 
of each shot just like you would. mer : 6 TNC 
ona real golf course (one of r 
the features that make this a 
simulation, not just a game). 

@ Changing wind and weather 

_ conditions, to add to the 
challenge. 


Greg Norman’s Shark Attack: the first 
true golf simulation, produced under 
the guidance of the Great White 
Shark himself! As on the pro circuit, 
total concentration, strategy and 
control are all required to come in 
under par! 
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Melbourne House Software is distributed 


by Virgin Mastertronic International Inc. Licensed from Gremlin Graphics. 
AVAILABILITY:- v 
Atari ST Shipping 
MS-DOS Shipping 
Commodore 64 Spring ‘90 

VIRGIN MASTERTRONIC 

18001 Cowan, Irvine, CA 92714 Tel. (714) 833-8710 
IN COMPUTER SOFTWARE. Melbourne House is a member of the Virgin Mastertronic Group. 
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Enjoy 
Hudson 


BE THERE! Feel like part of the action with 
Hudson's New Personal Stereo Controller 
and the magic of sound effects. 


Just put on the stereo earphones. And get 
ready. Sound shifts rapidly from ear to ear, while 
video images race across the screen. It’s fun 
and intense — almost real — as the excitement 
swirls around you. 


The joycard also comes equipped with 
volume control. Plus, a rapid-fire setting of up 
to 15 shots per second — for when you need 
maximum power. 


So look for Hudson’s new controller wher- 
ever you buy video game equipment. The magic 
of sound will make you feel like it’s more 
than just a game. 


THERE! with the 


Magic of Sound. 
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LICENSED BY NINTENDO ®) 
FOR PLAY ON THE 


ENTERTAINMENT 
SYSTEM 


NO MORE TV NOISE. 


AS HUDSON SOFT 


Hudson Soft USA, Inc., 400 Oyster Point Blvd., $-515 
South San Francisco, CA 94080 TEL: 415-495-HINT 


Hudson Soft is a trademark of Hudson Soft Co., Ltd. JOYCARD SANSUI SSS is a trademark of Hudson Soft USA, Inc. SANSUI is a trademark of 
SANSUI ELECTRIC CO., LTD. Nintendo® and Nintendo Entertainment System® are trademarks of Nintendo of America Inc. 
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The year's 2777. And 

earth is gripped by terror! 

XEXYZ, a peaceful global kingdom, 

has been attacked by a great space 

fortress of bizarre mechanical beasts! The 
whole planet is enslaved, doomed to 

a nightmarish existence. [| Only you, a lone 
Star Warrior, can challenge the robotic 
‘monsters and their cruel empire. Only you can 
save earth from its horrible fate. L) Play 

am | P XEXYZ, live XEXYZ. Look for it today 
: M : a y at your favorite video store. 
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ENSEN GY MINTEND ., “ao Hudson Soft Inc, Inc., 400 Oyster Point Blvd., S-515 
oan ie South San Francisco, CA 94080 « Tel: 415-495-HINT 


ENTERTAIMNG | Hudson Soft® is a trademark of Hudson Soft Co., Ltd. XEXYZ”™ is a 
ail trademark of Hudson Soft USA, Inc. Nintendo® and Nintendo Entertainment 
System® are trademarks of Nintendo of America Inc. 
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LETTER(S) OF 
THE MONTH 


Dear VG&CE: 


— 


9171 Wilshire Blvd., Suite 300 


Beverly Hills, CA 
90210 


MORE GENESIS. 
MORE GENESIS. 


NORE 
GENESIS !! 


The National Genesis Mania Movement (NGMM) 


To give credit where credit is due, vG&CE 
received a bunch of these letters. It seems as 
though some photocopy machines are get- 
ting a workout around the coun- 
try on behalf of Genesis owners. 


To answer the requests, it’s JL J 
inevitable that the Genesis will IN 
get more coverage in vG&cE but the — * 
NES community is still the largest compo- 
nent of our readership. For this reason, more 
of our articles will deal with NES products. 

We are big fans of the next-generation 
game consoles, but be patient. You'll see 
more Genesis coverage before too long. (For 
that matter, keep your eyes peeled for a relat- 
ed announcement to appear in vG&CE.) 


CHOMPING AT THE BIT 


Dear VG&CE: 

It seems that your magazine and others 
believe that the new Sega Genesis and 
NEC TurboGrafx-16 will be a success 
because of the improved graphics and 
game play. But most publications have 
overlooked one major obstacle in the way. | 
believe it would be safe to say that most of 
the people who want a home video-game 
system have one by now. | just don’t see 
many people paying $200 dollars for a new 
system and 50-70 bucks for games when 
they can pay less for cartridges for a sys- 
tem they already own. That eliminates 
10 


almost all of the potential market. 
—Kelly McKenzie 
Somerset, Kentucky 


Yes, Kelly, we do have high hopes that 
the new machines will revolutionize video 
gaming, but we certainly don’t expect that 
this change from 8-bit to 16-bit will take 
place overnight. You're right in your analy- 
sis that many people already own a lower- 
end console; but most industry insiders fig- 
ure that the same evolution that made the 
once-popular Atari 2600 obsolete will even- 
tually work its magic on the NES and SMS. 

It’s only fair that, as a publication that 
reports on the up-to-date goings-on in the 
video-game world, we pass along all that 


_ we can about the latest game develop- 


ments. Keep in mind that we still promi- 
nently feature all the 8-bit machines 
because that is where the majority of the 
players are, but as technology moves for- 
ward, so will the game-playing public. 


MISSING LYNX 


Dear VG&CE: 

First, | would like to commend your maga- 
zine for its wide variety of information on not 
only video games, but computer games as 
well. Many’‘s the time when | have seen a mag- 
azine that claims to “cover it all” when it 
comes to video games. Upon reading it, it 
turns out to contain very little useful info on 
any of the systems it covers. vG&ce is one of 
the best, if not the best, magazines of its kind. 

There’s only one question | have for you: 
Where can | get ahold of the Atari Lynx? Ever 
since | read your well-done article about the 
Lynx (vG&ce , October 1989), | have been 


searching for it everywhere! Either the game 


dealership doesn’t carry the Lynx or hasn't 
heard of it. | suspect the latter is due to the 
lack of publicity for [the Lynx], as | have seen 


neither television nor magazine ads. | first 
heard about the Lynx by word of mouth and, 
of course, your magazine. 
| hope you can help me with this problem, 
and | thank you for finally bringing the public 
a magazine they can really use. Keep up the 
good work! 
—Randy Warren 
Simi Valley, California 


Those are some really nice compliments 
you've dished on us, Randy. Thanks! 

As far as the Lynx goes, Atari released it 
much later than they expected to, launching it 
near the end of November 1989. Due to limited 
supply, they began by selling it only in the 
metropolitan New York City area, a situation 
that still exists as we write this (early January). 

Our understanding, based on Atari’s feed- 
back, is that the Lynx should be available 
throughout the U.S. by the time you read this. 
The best way to keep up on it is to contact 
Atari yourself: Their address is 1196 Borregas 
Avenue, Sunnyvale, CA 94086, and their phone 
number is (408) 745-2000. 

If you are interested in color portable game 
machines, you might want to keep an eye on 
vG&cE for the latest about the “TurboGrafx- 
16” prototype. Though at this point there are 
few details that we can give out, we do make 
note of our first impressions on page 16 in 
News Bits. There will certainly be further 
reports on this and other developments in 
coming issues. 


ADULTS PLAY TOO! 


Dear VG&CE: 

Just a short note of thanks for publish- 
ing such a fine magazine. As an adult 
enthusiast, the more restrained tone of 
your magazine is much appreciated. 
Sometimes | think some of the other maga- 
zines will run out of exclamation points 
(1!!!) before they get to the last article!!! 

| also enjoy the variety of articles each 
month; “Is it Live or Is it...Cyberspace?” 
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(vG&cE, January 1990) was well researched, 
written and illustrated. Feature articles such 
as this show us the potential future of gam- 
ing. Personally, | would like to see more on 
gaming hardware—“pull the top off” of one 
of the 16-bit games, and show us around. 

As an owner of an NEC TurboGrafx-16, 
I'm excited to see you are publishing a maga- 
zine specifically for the TG-16. | recently sub- 
scribed to TURBOPLAY and am looking forward 
to receiving my first issue. On the other hand, 
| was disappointed with the dearth of 16-bit 
coverage in the January issue of vG&cE—one 
review (Ghouls ‘n’ Ghosts) and a couple of 
lines in Yea & Nay. | hope this changes soon. 
| realize that 8-bit systems still control the 
market, but certainly there is more to report 
on the 16-bit scene than your January issue 
indicated. 

—Dann Veldkamp 
Indianapolis, Indiana 


Thanks for your heartfelt praise, Dann. We 
intend to put out the best magazine, and we 
have some of the best writers in the biz to 
help us accomplish that. 

With regards to the 16-bit coverage in the 
magazine: It’s hard to run a large amount of 
16-bit information when the systems are just 
starting to be sold (as was the case in our 
January issue). Things are still picking up, 
but we expect that soon we’ll further extend 
the amount of 16-bit articles we run. 


COMPUTER 
OR CONSOLE? 


Dear VG&CE: 

| currently own an NES and am satisfied 
with much of the software I’ve chosen. But 
recently I’ve been considering purchasing an 
Amiga so that | may delve into computer gam- 
ing. I’m very much attracted to the Amiga’s 
graphics, but I’m unsure of its game play. 

What I’m trying to say is: What is it like to 
play a computer game when you're used to 
playing video games with an ordinary control 
pad? (I’m into games like Zelda, SMB, Dragon 
Warrior and Metroid.) | would also like to use 
the Amiga for school. 

Could you give me your ideas? | don’t have 
any friends that own Amigas, and | certainly 
can't sample all the software down at my local 
computer shop. 

Thank you. 

—Jason Marcouillier 
Ft. Riley, Kansas 


12 


The crossroad you have reached is indeed 
a tough one. The cost of a computer is quite a 
bit higher than a game console’s, but you have 
the added capability to run programs that will 
enhance your productivity (if you so choose). 
And that seems to be the situation you are 
running into:You want to be able to play a 
variety of games, but you also want to use 
your computer for schoolwork. 

The best thing to do is find a computer 
store that can demonstrate the Amiga (or any 
other computer you care to look at) so you can 
see for yourself what it can do—and also 
decide if buying is for you. It would be unfair 
for me to give you my thoughts because 
everyone has different needs. 


HOW DO WE DO IT? 


Dear VG&CE: 

| recently walked into my local bookstore to 
pick up some of my favorite gaming maga- 
zines. | always buy your magazine in addition 
to two others. To my distress, when | arrived at 
the store, | discovered | had enough money for 
only one magazine. 

I'm not going to lie: | didn’t valiantly grab 
your magazine without checking out how 
good it was first. Comparing it to my two other 
choices, | was quickly astonished vGace had 
grown considerably in size since its previous 
issues. (This was the December 1989 issue, 
and it was a whopping 192 pages long.) 

| also discovered the contents were—as 
usual—of great quality. You covered every- 
thing | was looking for. All this and your maga- 
zine cost $1 less than any other there! 

| needed no more convincing. | happily 
walked out of the store with the December 
1989 issue of VG&CE. 

| own an NES with over 30 
games and an SMS with 12 
games. | am definitely going to 
buy a 16-bit system—either the 
TurboGrafx-16 or the Sega | = 
Genesis. I've had a horrible time 
deciding but |’m finally leaning toward the 
Genesis. This is particularly because of your 
coverage. | saw that you gave considerable 
info on Phantasy Star II. | went through 
Phantasy Star for the SMS, and it was definite- 
ly the best game I've ever played. (If possible, 
please put some info in an upcoming mag on 
Phantasy Star Il. \'d greatly appreciate it.) 

Keep up the good work! 

—Dean Martino 
Ghent, New York 


We feel you made the right choice by pick- 
ing VG&CE, Dean. You seem to agree that our 
magazine is the one to look at for news and 
information on electronic gaming, and our 
size has gone up (particularly around the holi- 
day season, when all of our advertisers used 
their ads to try and convince you to buy their 
products). All this and still only $2.95! 

Of course, we can’t guarantee that VG&CE 
will always be that inexpensive, but we will try 
to continue as the most affordable video- 
game publication. As the cost of paper and 
printing goes up—in addition to any overtime 
charges a certain editor causes by bringing in 
new stories at deadline—the cost of making 
the magazine goes up as well. We'll hold off 
raising the cover price as long as we can, 
because we know that you need to save every 
penny you can so you can buy more games 
and systems! 

Thanks again for your support, Dean. 


‘ \ 


DEVELOPING AN INTEREST 

Dear VG&CE: 

| made an “impulse buy” of your January 
1990 edition from a newsstand and found it 
very interesting. | recently bought a personal 
computer and am interested in exploring 
computer games as a hobby. 

Your two articles on the ingredients of 
successful games were interesting. My ques- 
tion is this: Do you have any information on 
software development tools available for ani- 
mation and digital sound? 

—Steven Gray 
Ft. Worth, Texas 


We’re glad you like our magazine, Steven, 
but we really aren't the best place to turn for 
detailed information on development. A 
good route to developing games is to first 
learn programming, which will also help you 


_understand the workings of the computer 


you own. Going to your local bookstore will 
usually provide you with a wide selection of 
books covering programming and the brand 
of computer you own—an important tool 
when you consider that each computer is 
designed with different capabilities. 

The final step is to come up with some 
ideas for games that you think will be popu- 
lar and maybe even create a video taped 
demonstration of the game play. At that 
point, you could try contacting some of the 
software houses to see if they would be 
interested in seeing your work. Good luck. 
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A YOUNS Sir] is battlins 
a #i:ant demon. I am | 
gclose by, but cant move 

gor speak! All I can do 


Screen |. The heroine Alis 
strikes at a monster seen in 
your dream. 


Screen 2. Your party explores 


the inner city and discovers the 
Control Tower. 


COCRENSHIELD 
FAICREN EMEL 


"e. 


7 ” ir 
JWeicome to my shop! What 


can 1 do tor you? 


Screen 3. In shops, you buy 


some critical equipment you 
will need in your quest. 


Screen 4. Carefully explore 
the wilderness outside the city 
on the planet Mota. 


Screen 5. Burnwolf and Head 
Rot are mutant monsters you 
must destroy to succeed. 


Screen 7 Pug, an evil foe, keeps 
you from your appointed 
rounds and possibly success. 


Screen 6. In the dungeons 
below the city your search is 
constantly beset by monsters. 


eQrrenee 


The Revenge 
of Shinobi” 


Last Battle” Arnold Paimer 


Tournament Golf” 


Altered Beast,” the Sega” arcade hit, comes with the Genesis system. TeleGenesis™ Modem, Power Base Converter™ and other games sold separately. 
Inc. Ghouls 'n Ghosts and Forgotten Worlds are licensed trademarks of Capcom, Inc. Rambo Ill is a registered trademark of Carolco International N.V. 
trademark of Discovery Software International, Inc. Truxton is a copyright of Toaplan Co., Ltd. Power Base Converter, TeleGenesis and all other game 


Ghouls ’n Ghosts” Rambo Ill® 


Sega and Genesis are registered trademarks of Sega of America, 
Thunder Force Il is a trademark of Techno Soft. Zoom! is a 
titles are trademarks of Sega of America, Inc. 


Welcome to the ultimate adventure game. Phantasy Star Il for the 
l6-bit Genesis system features the biggest memory (6 mega) videogame 
cartridge to date. With 19 multi-level maze dungeons and 9 separate 
cities to explore, you'll be glad that we've included a I10 page book filled 
with maps and hints to help you on your journey. 

Mother Brain controls the planets, Mota and Dezo. But something 
has gone awry. The planets are flooding. The temperature is rising. And 
the cloning process is turning out mutants. 

Your mission is to correct the problems. First you'll have to find the 
Central Tower from which the Algo Star System is controlled. You'll also 
visit factories, science labs and data libraries to plot your course. 

Choose your partners from among Hugh, the biologist, Shir, the thief, 
Kain, the wrecker, and many more. Travel light—in Knife Boots and Car- 
bonsuit. Stalk boldly into the unguarded wilds armed with magic and an 
amazing array of armory. 

Together you fight hundreds of Biomonsters and solve twisted riddles 
that will hopefully lead you to your goal. Your quest may last hundreds of 
hours, so we've included battery memory backup so you can take a 
breaks, Then you can resume playing exactly where you left off. 

Where else can you find such excitement, but on Genesis from Sega. 
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World Super T Thunder Tommy Lasorda 
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prio we Bring The Arcade Experience Home. 


TeleGenesis Modem and Games: These products are planned for future availability, and are sold separately. Each player needs a Genesis console, TeleGenesis modem and TeleGenesis game cartridge to play. 
© 1989 Sega of America, Inc. P.O. Box 2167, South San Francisco, CA 94080. 
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Epyx Reforms, te 
Publish Again 

After a late-1989 
announcement that the 
company would suspend 
publishing activities, Epyx 
surprised the computing 
community with a complete 
turnaround that should keep 
the hits coming for some 
time to come. 

A change in management 
named longtime board 
member William P. Lanphear 
IV as chairman and chief 
executive officer and 
software veteran John 
Brazier as president. 
According to Robert Botch, 
vice-president of marketing & 
product development, the 
company has trimmed down 
the size of its operations, 
secured new financing and 
started work on several new 
products that will appear 
later this year. 

Epyx announced it will 
publish three new titles for 
the Sega Genesis System, 
including California Games II, 
which should reach market 
mid-year. The restructured 
company is also developing 
three new titles for the Atari 
Lynx, which will bring the 
total of Epyx-created Lynx 
titles to nine. 

This regrouping of Epyx’s 
forces makes possible the 
continuation of one of 
computer gaming's oldest 
and certainly most respected 
publishing houses. The 
“new” management team is 
actually a reuniting of the 
team that led the software 
company through its most 
successful years. 


Nintendo Ends 
Allocation System 
The year 1990 should 
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‘to be the-most 


the chip shortage has ended, 
Nintendo advised the 
licensed third-party NES 
publishers at the start of the 
new year that the company 
has halted the allocation 
system. 

Under the allocation 
system in effect up to that 
point, publishers of NES- 
compatible cartridges were 
only allowed to manufacture 
specified numbers of copies 
of their games. 

The computer-chip 
shortages of the last few 
years had been cited as the 
reason for Nintendo’s 
enforcement of the allocation 
system. This led to shortages 
of software, as companies 
were unable to manufacture 
sufficient copies of hits to 
satisfy the market. 

Companies were similarly 
restricted in the number of 
new titles they could release. 


Parker Brothers Returns 
Parker Brothers, best 
known for its line of family 

entertainment and board- 
game products, returned to 
electronic gaming with the 
publication of an NES- 
compatible cartridge and a 
computer game. These are 


org 


the¢om pany’s first new 


_+”electronic-entertainment 


titles since its departure at 
the end of the first golden 
age of video games. 

John Call, director of 
marketing, explained why his 
company chose this 
time to reenter the 
field: “The 
marketplace 
provided the 
opportunity. We’re 
not a game 
company, we’re an 
entertainment 
company. The 
growth of the PC 
software market 
gave us the 
market.” 

Heavy 
Shreddin, a 
sports action 
game 
(developed by 
Absolute 
Entertainment) 
based on 
snowboarding, 
will be released 
for play on the NES. As each 
on-screen hotdogger travels 
down the slopes on a big 
board, they compete in 
slalom, downhill, halfpipe, 
mogul and backwoods 
events, as well as shredding 
some daredevil stunts, 
including waterfall and ski- 
chalet leaps. According to 
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Call, the game “allows you to 
be more of a kid.” 

Parker's second release is 
designed for IBM and 
compatible computers. 
Trivial Pursuit re-creates the 
famous board game and 
allows four players to 
compete against each other 
or against the six built-in - 
animated characters. Call 
explained that the gamecan 


be customized to suitthe = | 
player. “If you’re not good a 


history, forexample, there = 
are 30 different categories. _ 
You could customize it so 
there are six sports 
categories or six history—or | 
subjects can be : 
randomly selected. 
There’s also a bias 
feature that allows 
for handicapping if 
you're playing 
against kids. You can 
play individually or 
against the 
computer. The Al 
(artificial 
intelligence) of 
the computer 
opponents are © 
based on the 
categories, with 
probabilities ona 
sliding scale. 
Also, when the 
player doesn’t 
know an 
answer, it 
doesn’t appear 
[which aids 
replayability]. There are 4,000 
questions, and the computer 
always ‘shuffles’ them so the 
order is different each time.” 
Parker had been absent 
from the high-tech 
entertainment field for some 
time. During the heyday of 
the Atari 2600, Parker's best- 
known video games were 
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MASTER. 
THE POWER 


the classic struggle between good and evil 
comes to life. Mixed with magic and the latest 
computer technology, a spell-binding game 
for your Nintendo Entertainment System™ 
is born! 

As the hero warrior Victar, you will battle 
Wizards, Troglodytes, and Undead Souls. 
Master 7 levels and 3 worlds in your quest 
to conquer the demons of the Dark Lord. 
Traverse chasms of fire and mountains of 
doom to confront the fiendish Gatekeeper. 


Actual Nintendo Entertainment System Screens 


Beware the wrath of the Old Wizard 
of Cedar Mountain. 
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Brave the broken bridges and terrify- 
ing chasms of Bamboo Forest. 
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With cunning and skill you wield the 
ancient and broken Demon Sword:" To defeat 
the evil forces ruling the land, you must 
recover the Swords missing pieces and restore 
its mystical power. The journey is long and 
the way is hard. Gather your courage, grasp 
your blade, and release the power that is 


yours to control! 
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The magic of the Phoenix can save 
your life! 


TAITO’ 


has evaluated the quality of this product. Licensed by Nintendo® for play on the Nintendo Entertainment System 
Nintendo® and Nintendo Entertainment System® are trademarks of Nintendo of America Inc. Taito® and Demon Sword™ are trademarks of Taito America Corporation. 
Copyright ©1989 Taito America Corporation. All Rights Reserved. 
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Frogger, O*Bert and The 
Empire Strikes Back. 


Pepsi Cola Hits the Spot 

Pepsi and Tradewest 
reached an agreement by 
which the Pepsi logo will be 
seen in a spot normally 
untouched by advertising. 
Magic Johnson's Fast Break 
features the Pepsi logo, in 
what is one of the first ads 
ever seen in a video game. 

The Pepsi logo appears 


when the game ae 


starts, in the 
opening title 
sequence. It is 
also visible as a 
sign on the back 
of the arena and 
on the 
scoreboard. 

Pepsi is 
known as a 
pioneer in > 
placing ads in 
new mediums. 
The company 
was one of the first to put 
advertising on video, with 
their logo in the video release 
of Top Gun. 

Byron Cook, president of 
Tradewest, commented on 
the coup: “By joining with 
Pepsi in this venture, we've 
added a new dimension of 
realism to the electronic 
basketball arena. We also 
have probably opened the 
door on a significant new 
advertising medium.” 

Magic Johnson's Fast 
Break is a full-court, four- 
player NBA basketball game 
designed for play on the 
Nintendo Entertainment 
System. 
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Top Coin-Ops of 
December 1989 
Figures courtesy of Replay 
Magazine, based on an 
earnings-opinion poll of 
operators. 


Best Upright Videos 
1. Hard Drivin’ by Atari 
2. Cyberball 2072 by Atari 
3. S.T.U.N. Runner by 
Atari 
4. Off Road by Leland 
5. Crime Fighters by 
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Konami 

6. All American Football 
by Leland 

7. Operation Thunderbolt 
by Taito 

8. Final Lap by Atari 

9. Super Monaco GP by 
Sega 

10. Team Quarterback by © 
Leland 


Best Coin-Op Software 
1. WWF Superstars by 
American Technos 
2. Vs. Crime 
Fighters 
by Konami 
3. E.S.W.ALT. 
by Sega 
4. Caliber 50 
by Romstar 
5. Golden Axe 
by Sega 
6. U.N. 
Squadron by 
Capcom 
7. Crime City 
by Taito 
8. Willow by 
Capcom 
9. Champ. Bowling by 
Romstar 
10. Arch Rivals by Bally 
Midway 


Best New Uprights 
1. Teenage Mutant Ninja 
Turtles by Konami 
2. Big Run by Jaleco 
3. Rambo Ili by Romstar 
4. Midnight Resistance by 
Data East 
5. Super Masters by Sega 


Populous Gains 
New Grounds 

Electronic Arts introduced 
an accessory disk for their hit 
title Populous, which 
provides new landscapes to 
the world. Designed by 
Bullfrog Productions, 
Populous: The Promised 
Lands includes five new 
environments that can be 
used to build new worlds. 

* The Wild West is a 
frontier landscape. Cowboys 
and Indians battle for 
territory, building forts and 
pueblos and using bullets 
and arrows, respectively, 
against each other. 


* Revolution Francaise pits 
the aristocracy against the 
peasants as they fight in 
castles and near the Arc de 
Triomphe. 

¢ Blockland provides 
building blocks for 
landscape. - 


- Silly Land features aliens | 


in a world with distorted 
geometry, building mirrored 
cubes, spheres and pyramids 
on a checkerboard landscape. 

* The Bit Plains is a battle 
of computers against a 
computer-paper background. 

Populous: The Promised 
Lands retails for $14.95 for 
Amiga and IBM PC (and 
compatibles). 


Data East Reveals Fantasy 

Data East, a company best 
known for its arcade-style 
action games, unveiled a new 
line of fantasy role-playing 
entertainments for IBM PCs 
and Amiga computers. Two 
titles will be introduced 
under the Draconian label 
early this year, both featuring 
3-D graphics and realistic 
sound effects. 

Drakkhen requires players 


| to defend the kingdom of the 


dragons from certain 
destruction. 
The player 
controls four 
adventurers, 
traveling 
individually 
orasa 
group, ina 
search for 
eight jewels 
that are the 
key to 
restoring the 
rightful 
dragon to the throne. A 
special feature tracks the 
passage of time: The player 
witnesses sunrises, sunsets, 
moon and stars and must 
make game choices based on 
the time of day. The fantasy 
world is populated with fire- 
breathing dragons, elves, 
ogres and trolls, over 200 
spells that are each visualized 
on screen, 150 monsters and 
over 240 rooms. 

Chamber of the Sci- 


Mutant Priestess, for Amiga, _ 
Atari ST and IBM PC | 
computers, requires the 
player to assume the role of 
Raven, a hero who might : 
save the world from the sci- 
mutants that conquered the 
planet. To rescue the 
priestess and save the day, 


| the player is armed with — 


special sci-powers such as 
solar eyes to see in the dark, 
sticky fingers to walk on 
walls and ceilings and 
psychic powers for mind | 
reading. Using these gives — 
Raven a chance to complete 
five puzzles that comprise the 
key to success. 


Tetris Designer 
Visits Vegas 
Alexey Pazhitnov, Soviet 

designer of Tetris and 
Welltris, got an opportunity 
to see firsthand just how his 
creations were received in 
this country. The Russian 
computer expert visited the 
United States and attended 


the Winter Consumer 
| Electronic Show in Las Vegas 


as a guest of Spectrum 
Holobyte. There he met and 
talked with industry leaders, 
other designers and news 


media, including the editorial 
staff of VIDEOGAMES & 
ComPuTER ENTERTAINMENT. 
Pazhitnov is a member of 
the U.S.S.R. Academy of 
Sciences. His main work 
there includes sound/voice 
recognition, CAD/CAM art _ 
and artificial intelligence. He 
began designing games “to 
learn more about computers 
and their programming 
languages.” What started as 
a sideline developed into an - 


VG&CE ¢ APRIL 1990 


Only you and your P-40 Tiger Shark stand between 
your buddies and oblivion. Trapped behind enemy lines, | 
the enemy is trying to nail you with everything they've 
got—fighters, tanks, battleships, anti-aircraft guns... 
But you can handle it. You're the best stick man in 
the sky. So check your six o'clock and man your guns. 
The Sky Shark’s got the moves if you’ve got the guts. 


“Sky Shark. ..moves so fast, the enemy targets are 
so numerous, and the graphics so vivid...” 
— Game Players Guide to Nintendo Games 


“...ascrolling shoot-’em-up that combines furious 
action with good Brapiies to provide an exciting 
gaming experience.” 

— Video Games and Computer Entertainment 


Actual Nintendo Entertainment System Screens 
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Battleships track you and lay Danger below! Watch out for Company at 12 o'clock. Get 
down a carpet of deadly fire! a sudden ambush! them before they get you! 
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Keep an eye out for heavy flak 
from camouflaged guns... 


(Nintendo) * has evaluated the quality of this product. Licensed by Nintendo* for play on the Nintendo Entertainment System: 
Nintendo and Nintendo Entertainment System® are trademarks of Nintendo of America Inc. Taito” and Sky Shark’ are registered trademarks of Taito America Corporatio: 


Copyright © 1989 Taito America Corporation. All rights reserved. 
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international 
accomplishment when Tetris 
and its sequel Welltris 
captivated the Western 
world. 
Pazhitnov speaks excellent 
English, perhaps due to his" 
wife’s occupation as an 
English teacher. As he looked 
around the artificial 
environment of America’s 


favorite resort city, he mused 


about the difference in life 
between the two nations. 
According to the Russian 
computer whiz, electronic 
games are not widely played 
in that country, since 
computers and video-game 
equipment have virtually no 
access into Soviet homes. | 

Pazhitnov designed 15 
games during the past five 
years, but only two have 
reached the West. Tetris was 
his third or fourth game, and 
there were several others 
completed between that one 
and its sequel, Welltris. He is 
currently working on other 
titles and hopes to be able to 
visit America again in the 
future. 


Distributor Shuts Doors 

Computer Software 
Services (CSS), a well-known 
distributor of home computer 
games, has ceased 
operations. The 
announcement came ina 
terse press release 
distributed just prior to this 
year’s Winter Consumer 
Electronics Show. 

For consumers, the exit of 
CSS means that 
entertainment software for 
some home systems, 
especially the Atari ST and 
the Commodore 64, will be 
harder to find this year than 
last. The company carried 


many titles for both systems © 


that its larger competitors 
wouldn't handle. 


Taite Launches 
Two Newsletters 
Taito is the latest video- 
and computer-game 
publisher to introduce a 
player-oriented newsletter. In 
fact, the company has 
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company’s “Say Rap! 
_ Say Taito! Say Yo!” 


of new products. Among 
the features in the 


launched not one but two 
publications: one for their 


NES products and the other 
to support computer 
software. 

_ Both versions of The Feito 
Times are large, colorful four- 
page tabloids with | 
information about current 
and future Taito products. | 
The first issue of the — 
Nintendo players’ edition 
features an interview 
with Dr. Arkanoid, 

Taito’s hooded 
playtester, details of the 


campaign and previews 


software version area © 
close-up on the IBM PC, 
coverage of Rambo II/ 
and the debut of Taito’s 
“Just Say Nope to — 
Dope” drive. 

Copies of either or 
both newsletters are 
available by writing 
Taito. The address for 
U.S. players is: RO. Box 
1439, Bothell, WA 98011. 
Canadians should write to 
P.O. Box 16087, 3017 
Mountain Highway, North 
Vancouver, B.C. V7J 359. 
Specify NES or software 
edition. 


NEC Playtour Challenge 
Winners Announced 

NEC took the TurboGrafx- 
16 on a 13-city tour to give 
kids a sneak preview of the 
system and its software. Five 
Turbo Vans, outfitted with lift- 
up side panels, visited high 
traffic spots such as 
shopping malls and Expos to 
let kids get hands-on 
experience with the games. 
NEC provided other 
entertainments, including 
skateboard and BMX 
demonstrations, music 
videos projected on large 
screens and disk jockeys 
doing live remote broadcasts 
from the events. 

NEC estimates that 
approximately 7,200 people 
competed, and over 50,000 
played the games without 


entering the competition. 
High-scoring finalists _ 


| competed on the intense 


Blazing Lazers, and each 


scored over 200,000 points 
| during the five- minute heat. 


The finalist in each city 


won a TurboGrafx-16 oe 
Five grand-prize winners 


each won an NEC TurboCD 
package (valued at $399 
each), an NEC monitor and a 


Vision Street Wear 
skateboard. Grand-prize 
winners of the event were > 
Jim Hakola, 17, Lakewood, 
California (vG&ce, News Bits, 
January 1990); Scott Jones, 
20, Elgin, Illinois; Larry Skow, 
16, Northboro, 
Massachusetts; Alan 
Bilodeau, 14, Trumbull, 
Connecticut; and John 
Balsley, 23, Lebanon, New 
Jersey. 


German Amigans Gather 
Amiga ‘89, Germany’s first 

show featuring Commodore's 
popular system, drew a 
crowd of nearly 35,000 
enthusiastic computerists to 
Cologne. AmiEXPO 
Associates has already 
announced another three-day 
event for users of the 
increasingly popular Amiga 
in November. Seventy-eight 
hardware and software 
companies, 18 from North 
America, created an exhibit 
hall full of the latest and 
greatest gear for Amigans. 


general partner of AmiEXP : 


| behind arch rival Atari ST 
through early 1989, but _ 
| reports are that the Amiga 
= | has now caught, and in some 
: | European countries, passed, 
the ST. The popularity of the _ 
Amiga i is expected to result i in 

‘more overseas game | 2 


= ‘The great. success of 


Amiga "89 clearly reflects 


Amiga in Germany and t 
strongcommitment 
Commodore is making i in 
European marketplace,” 


The Amiga had lagged 


development for the system 


‘and anincrease inthe | 


number of imported Amiga 
titles in this country aie 
the seeos halt of 1990. 


Ce euicnrcrs Backs 
 ‘TurboGrafx-16 
Leading computer-game_ 

publisher Cinemaware, which 
has already dabbled in ao 

home video-game market — 
with titles for both Nigtenda- : 

and Sega, is poised to make — 

a major move into the 


| TurboGrafx-16 field through a 


landmark agreement with . 
NEC Technologies, Inc. 
Cinemaware plans to 


produce both TurboChip 


game cards and CD- ROM 


games to support the 


recently introduced 
peripheral for the dedicated 
video game system. 

_ The first CD title will be It 
Came From the Desert. This - 
interactive movie, inspired by 
such 1950s monster movies 
as Them was previously _ 
issued in a version for home 
computers. Also scheduled — 
for CD is an edition of Lords 
of the Rising Sun, a big hit _ 
for Cinemaware onhome _ 
computers in 1989. It Came _ 
From the Desert willbe 


| released this coming fall, 


with Lords of the Rising Sun | | 
slated for spring 1991. 
Cinemaware’s popular Vv. 


Sports series is coming to the — 


TurboGrafx-16 as TurboChip .. 
game cards. Accordingto 
Cinemaware President Bob 
Jacob, TV Sports: Football 
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Fisher-Price. 


Introduces 


A Whole New World of Learning 


For IBM PC, XT, AT and 100: 
FLP 1118 compatibles with 256K and CGA. 
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and TV Sports: Basketball : . | 
utilize a previously untapped 
capability of the system that 


allows up to five participants 


to play simultaneously. The 


two other contests in the line, 


TV Sports: Baseball and TV 
Sports: Boxing are for one or 
two players. 

Ken Wirt, NEC’s vice- 
president of home 
entertainment, believes this 
major deal will help NEC 
ensure a wide variety of 
game types for its console, 
which was introduced late in 
1989. “Players like a wide 
variety of games,” Wirt said, 
“and we plan to have 
something for everyone. 
You're going to be seeing 
truly innovative 
games—games you never 
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thought possible for a home 

video-game system—coming 
to the TurboGrafx-16 system 

in 1990.” 


Jackson 
Moonwalks 
into Games 

Michael 

Jackson is 
bringing his 
record- 
breaking | 
success to 
electronic 
gaming. Sega 
is working 
with the singer 
on a coin-op for 
the arcades and 
a home video- 


game Cartridge 
for its Genesis 
unit. Keypunch 
Software is 
readying 
Moonwalker, a 
revised and 
upgraded U.S. 
edition of a 
European title, for all popular 
brands of home computer. 
The Sega arcade and 
home games are based on 
the videos “Moonwalker” 
and “Smooth Criminal.” 
Titled Moonwalker, it features 
detailed animation based on 
footage of the actual video. 
Jackson's “Bad,” “Beat It” 
and “Dirty Diana” provide 
the musical background for 


| the action. Both the coin-op 


and the cartridge will be 


| released this fall. 


A longtime video-game 
fan, Michael Jackson has a 
large collection of arcade 
machines in his home. He 

approached Sega in 
1986 with an idea 
fora 


game, and the result of thi 
coproduction is Moonwalker. 
“This is an exciting 
moment in our 35-year 
history,” says Michael Katz, 
president of Sega’ S 
Consumer Products Sica 
“Michael Jackson wanted to 
be involved in a fun and 
high-quality video game, and 


Sega is uniquely qualified to | S| 


be Michael's partner as a 
leader in both home and 


7a 4 


arcade video-game systems.” 


The computer game 7 
Moonwalker, already fairly | 
successful in Great Britain, is 
being enhanced and 
improved for a spring 1990 


based Keypunch Software. 
“It is an exciting action game 
featuring Michael Jackson,” 


says Bob Devine, Keypunch | 


president, “but we didn’t _ 


want to rush itto America | + 


before making it even 
better.” 


VG&CE Presents Award 


fo Lasorda 

In recognition of Tommy 
Lasorda Baseball's : 
achievement as Best Sports 
Simulation Video Game of 
1989 (vG&cE, February 1990), 
VG&CE’s Executive Editor 
Andy Eddy and Assistant 
Editor Donn Nauert 
presented Los Angeles 
Dodgers manager Tommy 
Lasorda with a plaque 
rewarding Sega’s Tommy 
Lasorda Baseball for the 


Genesis. The exchange took — 


place at Sega’s gigantic 
booth at the Winter 
Consumer Electronics Show, 
which was held January 6-9, 
1990, in Las Vegas, Nevada. 


release by Minneapolis- — 


: possible the re-creation of © 
| battles ona soale unmatched 


Sphere, explained the 
military’s attraction to the : 
program: “When they saw 
the technology available in 
Falcon, they realized i 
be possible to build trai 
at a fraction of the cos 
traditional military 
simulators.” 

Louie also revealed t 
dec ee will 


programs into one ees 
simulation. This will make 
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D id you ever bisa: yoursell sitting in front of your jelavision vei 
shouting out the answers to the questions on ne favorite TV 
game show? 


You answer first but nobody | basics you. Or so you thought. 


~GameTek was listening! And now, you can be part of the action © 

..practically right in the studio! GameTek has captured all of the 
excitement of the original programs on computer software. Each 
program was designed in full cooperation with the producers of 
each show to ensure that every game is packed with all the thrills 
and supense of the original program! 


Tune in to GameTek software, and get with the program 


CGemesk — 


2999 NE 19 1st Street ¢ North Miami Beach ¢ Florida 33180 © (305) 935-3995 © Fax (305) 932-8651 


21990 GameTek/WE. inc GameTek is a Trademark of WE. inc Ail rights reserved WHEEL OF FORTUNE FAMILY EDITION is based on the television program produced by Mery Griffin Enterprises. a Unit 
of Columbia Pictures Entertainment. inc. © ©1990 Califon Productions, Inc. All Rights Reserved. JEGPARDY! 25th ANNIVERSARY EDITION is based on the television program produced by Merv Griffin 
—_ BS a Vor of Columbia Pict lures Est ar tes sire i Mee a Jeopardy Productions, inc. Al Rights Reserved. = ” — go Enterta inmer a = irateldeets KS 0 of f Nin mn tendo of A Americ 
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Publisher Debuts Video © 
Gamers Club 
Capcom is just about to 

launch an official Capcom 
Craze Club for video-game 
players, and a promotional 
piece highlighting the club is 
currently packed into all 
products from that company. 


Capcom also plans to send a 


direct mail flyer introducing 
the club to all NES owners. 
Club members will receive 
a poster (either DuckTales, 
MegaMan, Strider or Code 
Name: Viper), a MegaMan 
comic strip, a catalog of _ 
Capcom memorabilia and a 
Capcom newsletter. In 
addition, various 
sweepstakes and contests for 
Capcomers should keep the. 
action lively. The cost for 
membership is $3.95. 


Edu-Game Called “Next 
Generation” Product 
According to Bill Dismore, 
president of The Learning 
Company, their new action 
adventure game just released 
for children ages 8 to 11 isa 
“breakthrough product” for 
IBM PC/Tandy and 
compatible computer 
systems. Super Solvers 
Midnight Rescue! is designed 
to help kids build reading and 
thinking skills through the 
use of leading-edge graphics, 
animation, music and special 
sound effects that enhance 
the game play and theme. 

“The ability to 
comprehend written 
information and use it to 
reach conclusions is an 
important cornerstone of 
learning,” explained 
Dinsmore. “The 
breakthrough design of this 
program combines 
challenge, fun, ease of use 
and educational content.” 

It seems the Master of 
_ Mischief, Morty Maxwell, is 
trying to cover over Shady 
Glen School with a coat of 
disappearing paint. Since he 
is disguised as one of his five 
robot helpers, the player 
must try to locate him 
through clues found in notes, 
letters and newspaper 


24 


articles or by taking the 
robots’ pictures with a magic 


_ camera that reveals hidden 
facts. Players earn points for 


reading the right clues and 


_ by having film left in the 


camera and time on the clock 


after identifying the right _ 


robot as Morty Maxwell. — 
Every victory moves the 
player up through eight 
levels, each filled with faster 
robots and more hidden 
facts. 

According to Dinsmore, 
Super Solvers Midnight 
Rescue! is a nonviolent 
game. Players use magic, a 
camera, pie throws, marbles 
and other objects found in 
the adventure, along with 
over 200 readings from 
posters, newsletters, books 
and other tips, recombined in 
each new game to keep the 
action fresh. 


Capcom’s Children’s Corner 
to Go National 

The reception of the 
Capcom Children’s Corner on 
the West Coast was so good 
that Capcom plans a national 
rollout in 1990. The video- 
game company launched the 
first installation in August 
1989 at Children’s Hospital of 
San Francisco, at a star- 
studded dedication that 
included Paul Kantner from 
the Jefferson Airplane. The 
second Capcom Children’s 
Corner was dedicated at 
Children’s Hospital at 
Standard, where Pierce Holt 
and Michael Carter of the San 
Francisco 49ers joined the 
festivities. 

Capcom plans to establish 
Capcom Children’s Corners 
throughout the country in 
major metropolitan areas. 
Each location will receive a 
donation of 36 video games 
and three Nintendo 
Entertainment Systems, plus 
portable oak carts to house 
the equipment. The value of 
the donation is estimated at 
$5,000 per hospital. The next 
four locations to receive the 
donations will be Los 
Angeles, Chicago, New York 
and Boston. 


NEWS FLASH 


At the Winter Consumer Bleciroliies show. VG&CE had a 
opportunity to see an advanced prototype of the 
“TurboGrafx Portable” (see artist's ap rerscitser below) 
though a name hasn’t been set for the product. 

Sources say that the unit will be released i in the U. S. 
before it’s released in Japan; a first for the latest generation 
of video-game products. _ 

The fully playable pistdtype: rian Bice Lazers. —. 
and Bonk’s Adventure—was extremely impressive and 
gave us a good idea of how the machine will work as a 
game unit when it’s finished. We’re confident that the 
display will be just as crisp with the TV tuner attached. 
screen was somewhat smaller than we would have 
expected, but there is the possibility that the designers may 
increase it given that there is eae a | black border 
running around the screen. | 

The resolution of the display \ was good enough to saubis 
us to read the characters on the power-ups in Blazing 
Lazers, which is a good representation of how detailed it is. 


We were truly in awe of the possibilities this. device offers, - 


especially if all the options that are being looked at can be 
pulled off: an optional tuner that will turn the unit into a_ 
portable television and jacks that would allow ies euipat to : 
be run to an external display. 2 a 
veace will undoubtedly be giving you more vinieromton - 
on this revolutionary machine in future i issues as we get it. __ 
No date for release has been firmly ee but you can expect 
it to be available by the year’send. — 2 
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LucasFiLM™ On THE ART AND SCIENCE OF ENTERTAINMENT 


The respo 


a 


Fortunately, it’s not necessary 
to physically restrain everyone who 
contracts Pipe Dream fever. 
But frankly, we're surprised 
that the Surgeon General 
hasnt ordered us to put a 
warning on the box. 

Pipe Dream is 
Lucasfilm’s fast-flowing 
new computer game of skill, it gets. But one false move, 

: and yow’re swamped! 
strategy, and plumbing. And 
while the devilishly simple 
concept makes Pipe Dream 
easy to learn, it’s mad- 
deningly tough to master. 
Imagine playing chess in 
the middle of a pie fight. 


bois 


i Bab RPE 


Available for IBM®/Tandy,® Macintosh Amiga” Atari ST"“and Commodore 64™ personal computers. Order direct by calling 1-800-STARWARS (1-800-782-7927). 


nse to Pi 
miradly 


ib ot ky 
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The better you get, the trickier 


Two plumbers can play this 
Pipe Dreams objec- same. 


tive is simple enough: Just piece 
together a pipeline from plumbing parts 


that appear on the side of the screen. 
But after eight seconds, the flood gates 


open. The plot thickens. 
And quickens. 

Suddenly, youre 
scrambling to lay pipe ahead 
of the flow. You've got to 
think strategically. But act 
instinctively. One wrong 
move, brief hesitation, or 
misplaced pipe part and 
youre sunk in a sea of soggy 
sewage! 

Learn why plumbers earn 
$75 an hour. 

Of course the better 
you get, the faster the flow. 
And the 36 levels get pro- 


gressively trickier, with special bonus 
tubes worth extra points. Reservoir sec- 


© 1989 Lucasfilm Ltd. All rights reserved. Lucasfilm Games and Pipe Dream are trademarks of Lucasfilm Ltd. IBM Is a trademark of International Business 
Machines, Inc. Tandy is a trademark of Tandy Corp. Commodore 64 is a trademark of Commodore Electronics, Ltd. Amiga Is a trademark of Commodore/ 
Amiga, Inc. Atari and ST are trademarks of Atari Corp. Macintosh is a trademark of Apple Computer, Inc. 
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pe 


Dream’ has 
restrained. 


tions that slow the flow of sludge. 
Unexpected obstacles appear. So do 
mandatory finishing points. And 
other trials to drive the deftest pipe- 
layer daffy. 

Choose a Pipe Dream play 
mode to suit your skill: basic, expert, 
or two-plumber challenge. And when 
no one’ looking, use the training mode 
to glimpse advanced level screens that 
you might otherwise never see. 

Test your plumbing skills 
before you buy. 

For a sample version of Pipe 
Dream look on specially marked boxes 
of Kao diskettes, or send $2.00 for 
postage and handling to: Pipe Dream 
Offer, Kao Infosystems Company, 
41444 Christy St., Fremont, CA 94538. 
State diskette size (3 '2” or 514”) and 
system type (PC or Macintosh only). 

Once youve contracted Pipe 
Dream fever, move up to the full-blown 
version and really test your pipe-fitting 
prowess. If youre lucky, the only thing 
they ll have to restrain will be your 
enthusiasm. 


JUCASFILIY 


~ FESTER’S 
QUEST™ 


Join the undisputed 
Champion of the Weird in the 
strangest alien shoot-em-up 
you've ever seen! 


PLATOON™ 


This isn’t kid stuff. 

In fact, it just might 

be the most frighteningly 
real video game ever! 


Sunsoft” is a registered tradernark of Sun Corporation of America. Characters for Fester’s Quest™ are ficensed from Barbare Artists, inc. Television rights for Fester’s Quest™ are licensed from Orion 
OCEAN Software 


Tdevision, inc. Platoon™ is a trademark of 1986 Hemdale Film Corporation. Ail rights reserved. Software nights 


and game design sublicensed from 


Limited. Blaster Master® is a 


fegistered trademark of Sun Corporation of America. Batman™ indicates a trademark of DC Comies ine. © 1989. Spy Hunter™ is trademark of Bally Corp. Nintendo® and Nintendo Entertainment 
System” are registered trademarks of Nintendo of America, inc. Batman screen visual from Warner Bros. movie. © 1989 Sun Corporation of America. 


od 


seBoaigy 


BLASTER 
MASTER* 


Welcome to the 
subterranean monsterpiece 


with the graphics power to 
blow your TV away! 
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~ SPY HUNTER™ 


~ The Arcade Smash of 
the 80’s is back, and 


no NES library is complete 
without it! 


BATMAN™ 
Ready for the 
rematch? The CAPED 
CRUSADER™ returns to take 
up where the movie left off! 


Get the inside track on Sunsoft games in the 
Sunsoft Game Time News. 


Name : _ Age 
Address 

———— Ce 
Mail to: Sunsoft, P.O. Box 2390, Libertyville, IL. 60198 


: some continues: 


: cial modes or | 


sound tests that you 
. want to pass nee | 


: just put them ona. 


| pie ece of 


of paper, and 


send them to veace, 


97 1 Wilshire Blvd., _ 


Suite 300, Beverly 


_ Hills, c A 90210, 


ATTN: Easter Egg 


_ Hunt. The author of . 


each new tip we 
use will receive. 


$10. Write nol 
sang he eure tO | 


| e nd address! 


Tips are graded on a scale of one to five 
joysticks. The more joysticks colored in, 
the more valuable the hint! Here’s a key to 
the abbreviations: 

U = Up 
D = Down 


A = “A” button 


B = "B” button 


ROBOCOP 


(Data East for the NES) 


Having trouble getting through Detroit with your favorite mechanical cop? 


a5a289% 


492 
bh | 


20900008393 


PLE | ieee A Rat) oe 
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Well, Michael Guillot of DeRidder, Louisiana, 
offers this continue to help you out. When the 
game-over screen comes up, hit A, B, SELECT 
and START simultaneously, then pick continue 
from the menu. You’ll start at the save level you 


were last on. Thanks, Michael! 
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“TETRIS 


(Tengen for the NES) 


If you were one of the 
few lucky buyers of Tengen’s 
Tetris, which is destined for 
glory as a collector’s item, 
you can take a piece and 
convert it into a long, red 
piece. Simply pause the 
game, then press U, U, D, D, 
L, R, L, R, B, A. The effect 
always seems to work on the 
first try, but after that it’s hit- 
and-miss. Thanks and some 
bucks to Justin Lee of Saint- 


Laurent, Quebec, Canada. 
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It’s the Superbowl of 
spying. 

Two super-sleuths fran- 
tically search the embassy 
for Top Secret documents 
affecting world security. 

The world is in big 
trouble...because these 


ENTEARTAMIMEMNtT 
SYSTE!MTi 


Published under agreement with FIRST STAR SOFTWARE, INC. SPY vs. SPY and 
MAD are Registered trademarks oc E.C. Publications, Inc. Both are used with 
permission. SIMULPLAY, SIMULVISION, and FIRST STAR SOFTWARE are 
trademarks of First Star Software, Inc. Audio visual mate 
1984, 1988 FIRST STAR SOFTWARE, INC. All rights ed. NINTENDO and 
NINTENDO ENTERTAINMENT SYSTEM are trademarks of Nintendo of America, Inc 


al designed and copyrighted 


"SPIES LIKE THIS COULD GIVE 
INTELLIGENCE A BAD NAME:' 


bumbling secret agents are 
the heroes of MAD’ 
Magazine's Spy vs Spy car- 
toon series. 

Your mission: escape with 
the secret documents—and 
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your life! No easy task. 
Because the other spy is 
trying to do you in with 
devious boobytraps. 

Get MAD. 

Get even. 

Get weird. ‘ 

Get Spy vs Spy. 


KEMCO4SEIKA 


This official seal is your assurance that 
Nintendo" has approved the quality of this 
product. Always look for this seal when 
buying games and accessories to ensure 
complete compatibility with your Nintendo 
Entertainment System.” 
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BLAZING LAZERS 


(NEC for the TurboGrafx- 16) 


R. Stewart of Cleveland, Ohio, recently sent a list of tips that 


buttons, the screen will change to a 


contained this difficulty-select mode. If 
you hold down the SELECT button 
while alternately hitting the 1 and 2 


starscape with the words “Normal Dog.” This can be changed to 


“Hard Human” or, with further toggling of the 1 and 2 buttons, 


“Super Mania” and “God of Game.” Exit from this screen by 
holding down RUN and hitting SELECT. 
Good luck with that last level, friends! 


BAD DUDES 


(Data East for the NES) 


Three men aren’t enough for 
you to get through this martial 
arts marathon? North Canton, 
Ohio’s Danny Miller has an egg 
that will garner you 64 men at 
the start of the game! At the title 
screen, take controller No. 2 
and press B, A, D, U, D, U, then 
hit START on controller #1. Here’s 
$10 for that hot tip, Danny! 


— 


GHOULS 'N’ GHOSTS 


(Sega for the Genesis) 


Xavier Guzman of El Paso, Texas, has 
discovered a level select for this stimulating 
Genesis cart. From the title screen, hit U, D, 
L, R repeatedly until the music ends. To 
select a level, simultaneously hold down A, 
B, C, START and the following on the direc- 
tional control: 


U= Stage 2, 
D- Stage 3, 
L = Stage 4, 


R = Stage 5, 
and R+D = the end of the game 
against the Prince of Darkness. 


Great job, Xavier. 


(continued on page 96) 
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“YOU STAND AT THE EDGE OF A DEEP 
CHASM. FROM THE DARKNESS BELOW 
RISE THE SCREAMS OF THE UNDEAD." 


Can you outwit and overcome the Slay a dragon, cross.a river of fire. 
thoroughly-evil Warlock Lord? His But be careful. A wrong move could 
mysterious spell holds Castle Shadowgate _ bring your quest to an untimely end. 
captive. Dozens of hidden pitfalls and . Awhole world of options are.at 
nasty entities lurk in every corner. "Gee Out command with ~ 

Probe along menacing stone apneic graphics to bring 


corridors looking for hidden _the dark mysteries of the 


passageways. Discover _ Middle Ages to life. 
mysterious artifactsin dark The question is...are 
chambers. Clues are there you up to the challenge 
for those bold enough, ot Castle prigdoweate? 
and wise saat Mak ’ 
_ Torches. Keys. KEMCO4s SEIKA Be. 
Gemstones. - 
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Seal of Canc 


SHADOWGATE” is a trademark of ICOM Simulations, Inc., and is This official seal is your assurance that Nintendo” has approved the 
used with permission. Licensed in conjunction with JPI. ©1987, quality of this product. Always look for this seal when buying games 
1989 ICOM Simulations, Inc. NINTENDO® and NINTENDO ENTER- and accessories to ensure complete compatibility with your 
TAINMENT SYSTEM” are trademarks of Nintendo of America. Nintendo Entertainment System 
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raxanadw 
NINTENDO 


For the Nintendo Entertainment 
System ($54.95) 


In Faxanadu, a new 
adventure game from 
Nintendo, you take up 
arms and venture forth 
into the World Tree, a 
strange place that has 
been the victim of a mete- 
or attack. The meteors, called down by the 
Evil One who lives in the Evil Place, have 
brought with them every nasty creature 
imaginable and have also unleashed upon 
the citizens of the World Tree a magic so 
powerful that it’s even caused the water 
supplies to dry up. 

Similar to adventure games like Zelda 
il, the player must make his way through 
many scrolling scenes as he travels from 
town to town in search of better 
weapons and supplies. Unlike 
Zelda Il, all the scenes in Fax- 
anadu are side views. There is no 
overhead view map. 

Still, the game boasts all the 
trappings of an intriguing adven- 
ture: secret objects, challenging 
quests, magic spells and beastly 
enemies. In addition, you may 
choose from a variety of 
weapons, armor and shields. The 
more expensive a piece of equip- 
ment, the more effective it is. 

Because your quest for the 
Evil One will be a long one, the 
password feature allows you to 
begin a game where you last left 
off. The amount of gold you 
have when you begin depends 
on the level of your character, 
which can be raised by gaining 
experience points. Much of your 
playing time will be spent bat- 
tling creatures in order to 
increase your experience and gold. In 
fact, each stage of the game is begun by 
fighting until you have enough gold to 
buy the equipment you need and enough 
experience to take on the challenges of 
the next quest. 

Throughout the World Tree are towns 
in which shops offer needed items for 
sale. The hardware store buys and sells 


RATINGS: 
Sound/Music 


Graphics 


Playability 


Overall 
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In Nintendo’s 
Faxanadu you 
go up against 
the Evil One, 
who has magic 
so strong that 
it’s caused the 
water supplies 


to dry up. 


weapons, armor, magic and other items. 
There's also a key shop (some doors open 
only with the right key) and a food shop 
(food restores your life energy). Most 
important is the guru’s house, in which 
your level is advanced and your password 
obtained. In addition, people in houses 
and saloons are always ready to chat, pro- 
viding you with a steady stream of clues. 
Also, the doctor will treat your injuries, 
allowing you to restore your life and 
magic energies. 

Magical items abound. On your travels, 
you'll find elixir to restore your magic and 
life energies, a magical rod to increase 
your magic’s power, a pendant to increase 
your sword-fighting capabilities, a mattock 
(like a pick) to destroy stone blocks, 
winged boots to give you flying abilities, 
an hour glass to stop time and more. 

Faxanadu’'s graphics vary from average 
to gorgeous. Some of the later scenes are 
highly detailed and colorful, depicting 
huge hidden castles and eerie corridors 
cut into the branches and trunk of the 
World Tree. The music is good, although 
not sensational. The sound effects are 
unremarkable. 

Although Faxanadu is simpler and less 
difficult than Zelda II, it does provide its 
share of adventure. The puzzles are 
demanding enough to be interesting and 
easy enough not to be frustrating. The 
Same can be said for the arcade portions 
of the game. All in all, a well-rounded 
adventure. Recommended. 

—Clayton Walnum 
Nintendo of America 
4820 150th Ave. NE 
Redmond, WA 98052 
(206) 882-2040 


Roadblasters 


MINDSCAPE 
For the Nintendo Entertainment 
System ($49.95) 


There are many ways to 
win a race. Be the best 
driver; build the best car; 
have the best luck or bring 
the best gun. What was 
that? The best gun? 

Yep. If you can’t beat 
them, don't join them. Instead, blast them 


RATINGS: 


Sound/Music 
Graphics 


Playability 


Overall 
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Not doing your homework could be a mistake. 
[Every move you make could jeopardize your 
fellow rescuers, and those held captive. 

RESCUE: The Embassy Mission. Vhe 
action comes fast and furious. Itchy- 
fingered enemy gunmen. A perilous rappel 
down the sheer face of the Embassy. If you 
survive that, don’t get cocky. You've still got to out- 
maneuver and out- think your opponents inside and 
mastermind the escape. 

There are 15 levels of difficulty, from “Tr ining 
Mission” to wickedly-fast ‘ ‘Jupiter Mission” Thrifls are 
delivered in bold strokes, with super high qu: ality / 
graphics and animation. 

With RESCUE: The Embassy Mission, bfainpower 
is aS important as firepower. | ae 


KEMCO4SEIKA — / 
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Exclusively distributed by SEIKA CORPORATION, USA. NINTENDO® and 
NINTENDO ENTERTAINMENT SYSTEM® are trademarks of Nintendo of 
America. Game-Pak (NES-GP) RESCUE” is published under license from 
Infogrames, ©1988-1989. Infogrames”™ is a trademark of Infogrames. Used 
with permission. All rights reserved. Licensed in conjunction with JP 
International. ©1989 KEMCO. 


CIRCLE #116 ON READER SERVICE CARD. 


Official 


Seal of Quality 
T™ 


This official seal is your assurance that Nintendo® has approved the 
quality of this product. Always look for this seal when buying games 
and accessories to ensure complete compatibility with your 
Nintendo Entertainment System? 


off the road. Roadblasters from Mindscape 


takes a traditional racing game, stirs in 
some fire power and comes up with a fast- 
action contest that'll make all those other 
racing games seem dull. 

Of course, if you can play dirty, your 
Opponents can too. As you squeal 
around the track, you'll face not only 
cars and motorcycles intent on winning, 
but also gun emplacements determined 
to shoot you down and road mines that 
will blast you to Ferrari heaven. In addi- 
tion, oil spills, which affect only you, 
spin your car out of control when they 
are hit. 

Luckily, you’re not alone against the 
horde. A hovering aircraft will occasion- 
ally provide items that'll increase your 
fighting and racing power. For example, 
the nitro inject will zap your car into high 
speed, the uz cannon (a misspelling of 


uzi?) allows rapid-fire shooting, the =e 


cruise missile vaporizes all enemies on 
the screen and the electro shield protects 
you from damage. 

Your car, which is controlled by the 
arrow pad, starts the race with a full tank 
of gas. As you scream down the track, 
your fuel decreases, of course. To keep 
you going, run over colored globes on 
the track to give your thirsty tank a 
boost. Many times the fuel globes 
appear and wait to be scooped up; but 
some globes (the ones that occasionally 
appear after you destroy an enemy) keep 
rolling. You have to catch up with them, 
which is tricky when you're trying to 
avoid other obstacles. 

As with most racing games, in Road- 
blasters you have a certain amount of time 
(measured by your fuel) in which to com- 
plete the race. While crashing or otherwise 
getting destroyed slows you down, it 
doesn’t take away a life. 

lf you make it to the finish line before 
your fuel runs out, you advance to the 
next race, each race being more challeng- 
ing than the previous one. To help you 
along, you can continue a game twice. In 
addition, at certain points in the game 
(including at the beginning), you can skip 
over levels. 

The screen display is typical for this 
type of game. Your car’s image stays in 
the bottom center of the screen while the 
scenery moves toward you, the back- 
ground shifting left or right as you steer. 
The game play is smooth, and the controls 
are more responsive than in many other 
racing games. 

The action in this racetrack battle is fast 
and furious. As you eat up the track, sever- 
al types of vehicles will join the fight for 
first place. Gold cars, which tend to stay in 
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in Los Angeles, 
the philosophy 
behind Mind- 
scape’s Road- 
blasters of a 
free-for-all on 
the streets 
won't be much 
of a fantasy. 


Join the ranks 
of the profes- 


their own lanes, are particularly vulnera- 
ble to your gun fire. Motorcycles are also 
easy targets as they weave about the 
track. The blue cars, however, are virtually 
invincible and push competitors (that’s 
you) off the road whenever they can. 
Other cars come up rapidly from behind, 


, then slow and swoop down toward you. 


One thing is certain: Roadblasters will give 
your controller pad a workout. 

The addition of arcade action to a fairly 
conventional race game sets Roadblasters 
apart from its competition. Even if you 
already have racing games in your collec- 
tion, you might want to pick this one up. 

That is, of course, unless you live in 
L.A., where the motorists do this sort of 
thing for real. 

—Clayton Walnum 
Mindscape Inc. 
3444 Dundee Road 
Northbrook, IL 60062 
(312) 480-7667 


Kings of the Beach 


ULTRA 
For the Nintendo Entertainment 
System ($39.95) 


Though it’s been considered a 
WEIN Professional sport for 
many years, beach volley- 
ball still looks more like 
“fun” than “work.” Real- 
life champs Randy Stoklos 
and Sinjin Smith surely 
agree, and that’s why 
they've offered their input and likenesses 
to Ultra’s Kings of the Beach. Based on the 
popular Electronic Arts computer game, 
Kings features the aforementioned pros in 
a variety of professional beach-volleyball 
contests. These include a single-game 
match, a tournament mode and special 
practice sessions that help you to refine 
your moves. There’s also a “registration” 
booth that you can visit in order to adjust 
the game’s default settings. 

The game play is authentic and accu- 
rate. Your on-screen surrogate is capable 
of a variety of moves, ranging 
from the rudimentary “bump” 
and “set” to the mighty “Kong 
block.” Even the serve, the 
most basic function of a volley- 
ball match, is handled with 
realistic detail: Players can 
ga launch the ball three different 
ways, from any position 
behind the line. 

During solo play the com- 
puter controls your partner, 
and does a pretty good job 


Sound/Music 
Graphics 


Playability 


Overall 
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You've bridged mighty rivers and tunneled 
majestic mountains, Now youre at the throttle 
of an $850 million Railroad Empire. 


With your next move, it could all go up insmoke. 


2 SERA 


Play the longshot. 
Exercise shrewd business savvy as 
you maintain a delicate 


into a burgeoning enterprise. 

Strategically manage your re- 
sources tO Maximize your ex- 

balance between reve- pansion across rivers, through 

nue-building passenger J | mountains and over gorges. 

lines and empire-building J | The ability to design and 

freight lines. | execute your master plan 

within a single year is 
your Vital link to suc- 
cess. But remember, 
every action you take 
could make you or 

break you. 


You're at the 


helm of your own 
powerful Rail- 
rodd Empire, 
having magnified 
modest capital 


Discover the ultimate PC chal- 
lenge of Railroad Empire. 

The game includes maps and 
tools to build your own Transconti- 
nental Railroad or Orient Express. 

Railroad Empire. 

All it takes is all you've got. 


ARTDINK 


Requires IBM PC or compatible with CGA or EGA, 384K RAM 
and DOS 2.11 or higher. Exclusively distributed by Seika 
Corporation, 20000 Mariner Avenue, Suite 100, Torrance, CA 
90503. Phone: 1 (800) 462-5040. ©1989 ARTDINK. IBM is a 
registered trademark of International Business Machines 
Corporation 


CIRCLE #117 ON READER SERVICE CARD. 


too! If you’re not too confident of your 
skills, just hang back and let the other guy 
make all the difficult blocks and saves. 
He'll miss a few, but such errors actually 
contribute to the illusion of cooperative 
play. It’s like having an invisible friend 
who's always available! If two players par- 
ticipate, they can either team up as Smith 
and Stoklos or compete head-to-head with 
one computer-controlled partner on each 
team. Owners of the “NES Satellite” can 
enjoy three- or four-player competition; 
the more, the merrier. 

Kings of the Beach contains some of 
the smoothest animation seen on the 
NES to date. The players leap, dive and 
run around the screen with their arms, 
legs and heads all moving with impres- 
sive realism. Scoring a point will usually 
bring the players together for a high five; 
missing the ball can cause a hilarious 
outburst of ill temper, during which the 
player stomps around, kicking the sand in 
disgust. 

If you’re unhappy with one of the refer- 
ee’s calls, you can press the SELECT but- 
ton, which will send your player running 
up to the ref to demonstrate your anger 
and outright contempt. Although this 
alone may make you feel better, you'll 
rarely change his mind; he’ll usually just 
shake his head and show you his penalty 
card to let you know that he doesn’t 
appreciate your outburst. But sometimes, 
if it's a close one, the referee will reverse 
the call in your favor, to the accompani- 
ment of the spectators’cheers. 

Once you've mastered the intricacies of 
the game, it’s time to move on to the tour- 
nament mode. In it you'll travel to places 
like San Diego, Chicago and the Hawaiian 
Islands, where you'll play groups of three 
matches at a time against increasingly dif- 
ficult opponents. The first team you'll 
meet resembles a pair of lobotomy 
patients, but the competition soon heats 
up to a more challenging level. Experi- 
enced gamers may recognize a member of 
one of the Chicago teams: it’s Bionic 
Lester from Ultra’s Skate or Die title. 

After each city you're given a password 
that can be used to continue the tourna- 
ment later. One of the nice things about 
this feature is that the password is a word, 
not a jumble of characters and numbers 
that must be written down in order to 
remember it. 

When you're scrambling to position 
yourself beneath the ball in order to return 
it Or set up your partner, it’s not always 
perfectly obvious where the ball is going 
to land. There are some helpful visual 
clues (such as the ball’s shadow on the 
ground), but when the action gets more 
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Kings of the 
Beach offers 
some of the 
smoothest ani- 
mation and 
excitement that 
we’ve ever 
seen in an NES 
cartridge. 


intense, it’s pretty hard to judge your posi- 
tion in time. To compensate for this, your 
player will stop moving when he reaches 
the exact spot where the ball is headed. In 
other words, all that you really have to do 
is run around until your player freezes, 
and you'll be in the perfect position to hit 
the ball. 

Okay, it may not sound like much, but | 
think it’s pretty impressive. What this 
means to me is that the game itself is 
really trying to cooperate with you. Unlike 
the vast majority of video games, in 
which the computer 
conjures up-— an 
unlimited number of 
enemies to prevent 
you from reaching 
your goal, Kings of 
the Beach wants you 
to succeed. The 
game program actu- 
ally encourages a 
good performance. 
By simplifying this 
One aspect of the 
contest, you're free 
to concentrate on 
other, more impor- 
tant things, like the 
score, the direction 
of the ball’s return, 
your opponents’ 
locations, and so on. 
| can think of several 
baseball video 
games that would 
have benefited from 
a similar feature to assist the player in 
fielding the ball. 

All things considered, this little car- 
tridge provides a pleasant diversion from 
the never-ending stream of Super Mario 
Bros. clones. It can’t be argued that beach 
volleyball involves as much strategy as 
baseball, nor is it as serious-minded as 
football. But Kings sure gets my vote as 
one of the best sports simulations avail- 
able for the NES. Players who live in Mid- 
Western climates should especially 
appreciate the game’s theme. (I’m writing 
this review in the midst of another sub- 
zero Chicago winter—man, that beach 
sure looks good to me!) I'll make this as 
simple as possible: Kings of the Beach 
takes a fun sport and makes it a fun video 
game. | believe it’d be pretty tough to 
find someone who would disagree with 
that assessment. 

—Chris Bieniek 
Ultra Games 
900 Deerfield Parkway 
Buffalo Grove, IL 60089 
(708) 215-5100 
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+ ; Our shoot-em-up 
with a difference! While battling your way 
through enemy defense forces, you must 
pick up the energy and weaponry items 
you'll need for the coming challenge. Then 
into the body of the Air Fortress itself, 
where you must find your way through the 
mazes to the reactor, then plot your escape 
before the energy supply is depleted. The 
perfect combination of high-energy arcade 
action and brain-teasing problem solving. 


Licensed by Nintendo for play on the 


ENTERTAINMENT 
SYSTEM’ 


* 


- £ - SF fy 


re bees E PLR EEE Pim % | 


MAL AMERICA INC 


ADVENTURES OF ™ 


q hd , : 
Le There's no macho warrior 


armed with the latest destructive tech- 
nology in this game—only our valiant 
little Lolo, taking on all challenges armed 
only with ingenuity and patience. 

A game for adults as well as children, 

The Adventures of Lolo contains fifty 
different mazes of increasing difficulty 
that must be defeated, not by force, but by 
wise use of the tools at hand. This is the 
game we play when the boss isn t around! 


7873 $.W. Cirrus Drive, Building 25F * Beaverton, Oregon 97005 * Tel 503/644-4117 * Fax 503/641-5119 


HAI is a trademark of HAL America Inc. Nintendo® and Nintendo Entertainment Systems® are trademarks of Nintendo of America Inc. 
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LL tg The classic 
pinball game of the '50s, updated with the 
technology of the ‘80s—you ve never seen 
a pinball game like ROLLERBALL. Two 
game options, the four-screen scrolling 
excitement of Skyscraper and the one-on- 
one competition of Matchplay, bring a 
brand new challenge for old hands and 
novices alike. At last, a video game that 
gives Dad a chance to win! And, 
ROLLERBALL wont tilt! 


y~ Official 


| , 


Seal of Quality 4 
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8 Eyes 
TAXAN 


For the Nintendo Entertainment 
System 


8 Eyes puts you in the 
role of Orin the Falconer, 
whose role it is to save 
the world by collecting 
the eight jewels of power, 
known as the “8 Eyes.” 
Fortunately, this is only a 
game; otherwise, the world would be 
doomed for sure. 

The opening screen shows seven king- 
doms named for seven countries—Egypt, 
Germany, Spain, Africa(?), Arabia, Italy 
and India. These surround the eighth land 
known as the “House of Ruth.” You may 
select any of the seven lands, though you 
will find out by trial and error that some 
are tougher than others. Further, you must 
deduce the right order to enter the lands, 
because at the end of each level is a 
“boss” who can only be defeated if you 
are holding the right sword—and that 
sword can be obtained on only one of the 
eight levels. After defeating the boss, one 
of the eight jewels and a password for that 
level appears. Although each level has 
unique features, they are basically similar. 

You maneuver Orin around with the 
control pad, moving left and right, thrust- 
ing with his sword, jumping and ducking 
as he is assaulted by various opponents. 
He can also climb up and down stairs, 
though getting the right action to get him 
to climb or descend staircases is much too 
difficult and a source of frustration. 

Orin is equipped with both standard 
and unusual weapons. He enters the game 
with only a weak sword, good against one 
of the bosses. This sword is effective 
against some enemies and not others; 
some enemies require multiple hits to kill. 
Along the way, however, he can defeat 
certain enemies and gain _ special 
weapons. By pausing the game you can 
select which of the special weapons avail- 
able you want to use. A weapon is trig- 
gered by pressing the “A” button while 
holding the control pad in the “up” posi- 
tion. In order for the special weapon to 
work, however, you must have enough 
power for it, so you can’t use a special 
weapon often. The special weapons are 
such things as boomerangs, power balls, 
guns and throwing daggers. 

The most unusual weapon is also the 
most difficult to control. Orin comes with a 
falcon named Cutrus. Most of the time 
Cutrus is perched on Orin’s shoulder, but 
pressing the control pad “up” while press- 
ing the “B” button launches Cutrus into 


RATINGS: 
Sound/Music 
Graphics 


Playability 
Overall 
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Falconer, you'll 
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the eight jewels 
of power, which 
give Taxan’s 8 
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the air, where he will fly around until you 
repeat the action to recall him. While he is 
flying, you can command him to attack, 
whereupon he will dive on anything 
around. Some enemies cannot be killed by 
your sword, so you must learn how to 
control the falcon. Further, many enemies 
can be distracted by attacking them with 
Cutrus, while you move in to finish them 
off yourself. 

Each level consists of ledges, stairs, 
various background effects (such as torch- 
es, windows, etc.) and two main kinds of 
enemies. The first is a flying enemy, and 
though these vary from level to level, their 
actions are pretty much the same: They 
flitter about and make a nuisance of them- 
selves. The other enemies are more dead- 
ly—men and strange beasts who attack 
with not only swords and whips but pro- 
jectile weapons like arrows and 
bullets as well. These creatures 
can emerge from doorways and 
may not be susceptible to dam- 
age from your sword. 

When you kill an enemy, 
their life force floats around for 
a while afterwards; if you can 
touch it, you can prolong your 
own life. The life force takes the 
form of a cross, and some 
crosses provide power for Orin, 
while others are for Cutrus. 
Your lifeline, Cutrus’ lifeline and 
the amount of item power (for 
special weapons) are shown in 
lifelines at the top of the screen. 
Various doors provide access to 
levels, but you must find and 
activate the door switch. Once 
again, Cutrus can come in 
handy for switches too high to 
jump up to, but you can’t go 
through a door unless Cutrus is 
on your shoulder. Each level 
also contains “power-up” items 
to restore life force and provide 
limited invincibility. 

The graphics are sharp, clear 
and well animated, and the 
sound is effective, if uninspired. 
But, as hinted at in the opening paragraph, 
this game has a high frustration factor. 
Games tend to be short, not only because 
getting used to the various controls for 
your weapons and falcon is difficult, but 
you have only a single life—and it is over 
too quickly. As you exchange blows with 
the seemingly never-ending supply of ene- 
mies, your life force ebbs until the game is 
over. Even if you manage to survive a 
level, the chances are that you won't have 
figured out the right order to play the 
seven levels (hmm, seven factorial is, uh, 
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Take It with 


Revenge ?.Gator . 


‘Gators galore! Eight scrolling screens—secret 
entrances to bonus areas—hungry gators 
that unexpectedly swallow your ball and 

move it to a new screen—all in a package 
you can slip into a pocket and take with 

you anywhere. Youd need a pinball sion, using Mah Jongg tiles, or the updated 
machine the size of the Everglades to hold a version using the alphabet. We can teach 
all this excitement, but Hal America and _ = you how to play the game, strategies, even 
Game Boy make it portable 4 | how to read the Chinese characters—the 
only thing we can't teach you is how to quit! 


SHANGHAT . 


The game that took over 2500 years to develop— 
and at least that long to master! A seemingly 
,. endless number of variations of the playing 
* board, each with five increasingly difficult 
stages to unravel. Play the original ver- 


Beene GAME BOY: 


Licensed by —iie _— 


(Nintendo), HAL AMERICA INC. 


The Funade Le. Specialialy.. 
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Official 


Nintendo 


Seal of Quality 


5,040 combinations) so that you won't pre- 
vail against that boss. 

Thus, 8 Eyes is made artificially hard by 
such factors. | suspect that for most play- 
ers, the game will soon end up collecting 
dust on your storage shelf. 

—David Plotkin 
Taxan 
161 Nortech Parkway 
San Jose, CA 95134 
(408) 946-9500 


Loom 


SEGA 
For the Sega Genesis ($44.95) 


RATINGS: 
Sound/Music 


Zoom isn’t a typical 
Genesis game: no punch- 
ing or kicking and no nin- 
jas or biomechanical 
monsters in sight. It’s a 
relentlessly cute and fast- 
moving strategy game in which a bulbous, 
little, animated creature is zipped around 
on the lines of a grid. Picture a book of 36 
crossword puzzles, each puzzle a different 
shape. Mr. Smart, as this character is 
called, frantically slides down the lines 
enclosing the squares, changing their 
color as he goes. When he has completely 
enclosed a square, the square begins to 
flash. Get the whole grid flashing and Mr. 
Smart gets a bonus—if he’s finished 
before the timer runs out—and zips on to 
the next grid. 

Meanwhile, there’s a bunch of little nas- 
ties out to foil Mr. Smart's plan. The vil- 
lains (“phantoms”) come in all shapes, 
and they cruise around the grid too. When 
they catch Mr. Smart, he may lose a 
life...or he may slow down, becoming an 
easier target. Fortunately, there are power- 
ful goodies constantly popping on and off 
throughout the game, and Mr. Smart can 
catch at least a few. When he catches the 
goodies, the phantoms temporarily freeze 
or slow down or vanish entirely, or some 
similar benefit. 

Smart's abilities are incredible. He can 
move along any horizontal or vertical line. 
He can jump, sometimes even jumping 
right off the side of the puzzle, to hidden 
squares sitting invisibly outside the bor- 
ders. Once found, these squares can be 
shortcuts past the phantoms or safety 
zones where no phantoms go. Once in a 
while a goody will appear that will send 
Smart immediately to the next grid. 
Although Smart dies a lot, there are also 
plenty of extra Smarts to collect through 
points or by making ten squares flash in 
sequence. 
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Sega’s 
Zoom, for the 
Genesis, brings 
Discovery Soft- 
ware’s comput- 
er game _ to 
video-game 
screens. 


As his last defense, there are the rubber 
balls. Smart has a limited number of rub- 
ber balls that he can toss behind him as he 
goes. This bounces a pursuing phantom 
back a few squares, giving a temporary 
advantage. It’s an unusual weapon and 
difficult to master. 

Smart must move through six levels in 
all, each with six grids. The game can be 
continued at the beginning of the last level 
reached. Thus, Smart has to reach Grid 7 
before the continue feature kicks in. Wipe 
out on Grid 12, and you'll have to continue 
back at seven. There are elements here of 
Q*Bert, Pac-Man and the real classic Pep- 
per Il, yet Zoom isn't the game any of 
these are. What it does have going for it 
are great graphics. For a game of this 
genre, the color and dimensions are excel- 
lent. There are myriad bits of exceedingly 
cute and impressive animation. The back- 
grounds and all the assorted pops and 
boings are delightful, thanks to some 
extremely smooth shading, shadowing 
and highlighting. The detail goes on and 
on, making this game very exciting...visu- 
ally. 

But that’s where the magic ends. There 
are no new wrinkles here, only old, famil- 
lar ones. The result is a game that’s way 
too tired and has nothing new or fresh to 
offer. The grids are not much different 
from each other. Mr. Smart is 
extremely frustrating to maneuver, as 
he refuses to stop right on intersec- 
tions. Instead, he has to sweep 
through them, changing directions 
on the fly, which makes for muddy 
and imprecise control. Because 
there’s a counter ticking down the 
seconds, there’s no time to be cun- 
ning and methodical, either. Smart 
must keep moving at all times, or 
he'll never beat the clock. Once the 
timer runs out, the game doesn’t 
end, but any chance for a bonus vanishes 
and the phantoms quickly multiply and 
conquer. 

The sounds are annoying. An androgy- 
nous voice constantly exhorts Mr. Smart 
to, “C’mon, boy!” Sometimes this will 
happen dozens of times on a level. While 
the musical themes are jolly and inoffen- 
sive, this repetitive voice will drive every- 
body in earshot absolutely bonkers within 
five minutes. 

Though | applaud Sega’s efforts to 
branch out with their games, Zoom is pos- 
sibly the most disappointing Genesis 
game out of the 16 or so I've played. 
Almost every game appeals to some audi- 
ence, somewhere, but | believe Zoom will 
garner a pretty elite bunch of fans: those 
who love maddeningly repetitive geomet- 


VG&CE ¢ APRIL 1990 


my @ Thish is the much ingat about video ee i on. : t t took Japan by a storm 10 
oe yearsiin Japan. Th Pe quality of this - game uses the ¢ 
WANES high technology called” "Multi Matrix = sound System 
ibe) _ With this yew Hejankyo Aliengame & ij — nat for Game 
Boy,fyoull be a ie enj y 2 different version, the ultim exfan | m= mi NE d 
endless funwin, Qo oft {1 ini ee ee of <2 mgstin 1_will@make y PEERS Sano 
more enjovye wWailable 2 = only) on 
Sg Saas wane ts connecting the 2 
NINTENDO,GAME BOY AND THE ls pla ING this 


OFFICIAL SEALSFARE TRADEMARKS OF Manly h ly Soph iS- : 
NINTENDO OF AMERICA INC. ——— 
(©1989 NINTENDO OF AMERICA INC. eve Ly One Can 


\e 1989nMEUDAC 7 LIVE PLANNING i @ * 


1,000 years a 
invaded the pe 
Cae into an 


CIRCLE #120 ON READER SERVICE CARD. 


rex 


% 


armye of malicious Aliens 
>vaniiens city of Kyoto forcing the 


% 


an 


ndless ggaitle with the unwel- 
med WASROTS. 


at 


Taal 


ric puzzles combined with terminally cute 
graphics. 

—Joshua Mandel 
Sega of America 
573 Forbes Boulevard 
South San Francisco, CA 94080 
(800) USA-SEGA 


SpellCaster 


SEGA 
For the Sega Master 
System ($59.95) 


SpellCaster is an 
interesting combination 
of graphic text adventure 
and straight arcade 
action. While in some 
scenes you'll use your 
controller-pad skills to fight crea- 
tures in horizontally scrolling dis- 
plays, in others you'll have to cool 
the battle lust and use your head in 
order to solve the puzzles that'll 
give you access to the next levels 
of the game. 

In the adventure mode, the ani- 
mated displays are replaced by a 


RATINGS: 


Sound/Music 


Graphics 


Playability 
Overall 
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rent location and by a menu of ¢ 
commands. The commands avail- 
able are move, talk, look, take, use and 
spell. Using a pointing-finger cursor, the 
look command allows you to examine 
objects shown in the graphic. You move 
the cursor with the control pad, position- 
ing the finger over the object you wish to 
examine. When you press Button No. 2, 
text describing the object appears in the 
“talk” window. 

The move command allows you to trav- 
el between scenes. When it’s chosen, a 
menu of accessible areas comes up on the 
screen. Because you can travel only to 
areas On which you have information, it’s 
important that you frequently use the talk 
command to question other characters in 
the game. The take command allows you 
to pick up the special items you'll be 
offered as you play. The use command 
lets you use those items. The spell com- 
mand provides you with a menu of possi- 
ble spells from which to choose. 

When in an action scene, you must 
make your way past a variety of obstacles, 
including bridges from which you can fall 
and pits over which you must jump. Of 
course, no arcade scene would be com- 
plete without a variety of creatures to bat- 
tle, all of which would like nothing better 
than to chew you into wizard meat. Two 
attributes, strength and energy, determine 
how much damage your on-screen charac- 
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ter can sustain and how many spells he 
may use, respectively. 

You start the game with 20 strength 
points, the amount increasing as you gain 
experience. When you’re wounded, your 
strength decreases, until at zero, you die. 
Casting spells uses energy, with different 
spells requiring different amounts of ener- 
gy. Both strength and energy can be 
restored by picking up the blue and 
Orange balls that are sometimes left 
behind by defeated enemies. 

As you play, you'll be awarded 
weapons that will increase your attacking 
power. Although there are several differ- 
ent weapons—dokko, vajira, trident and 
war hammer—none of them actually pro- 
vide you with a new form of attack. They 
merely make you stronger. Although 
you're stuck with only one type of 
weapon, you do have a variety of spells at 
your command. The fudo spell, for exam- 
ple, calls up a ball of fire, while the makiri 
spell allows you to fly. Other spells include 
kannon, which banishes the walking dead; 
hatten, which forms a tornado; nobotam, 
which cloaks you in invincibility; and 
indra, which summons a lightning storm. 

SpellCaster allows an unlimited num- 
ber of continues. In addition, a password 
reentry system lets you to begin a game 
where you last left off. These features are 
important in adventure games like this 
one, which are frequently long and com- 
plicated. 

All in all, Spelicaster is an okay game, 
though nothing special. The graphics are 
unimpressive, with many areas looking 
virtually identical except for the enemies 
that populate them. The sound effects are 
minimal, and the music is unremarkable. 
Still, it’s an interesting combination of 
action and adventure. It’s always nice to 
see something a little different. 

—Clayton Walnum 
Sega of America 
573 Forbes Blvd. 
South San Francisco, CA 94080 
(415) 742-9300 


Bonk’s Adventure 


NEC 
For the TurboGrafx-16 ($54.95) 


RATINGS: 


Yet another princess 
Teme] NAS been kidnapped. This 
ey time it’s in the year 10,000 
ey B.C., and Bonk the cave- 
ey man has volunteered for 
the rescue mission. Unfor- 
tunately for Bonk, weapons haven't been 
invented yet. Still, they don’t call our hero 


Graphics 
Playability 
Overall 
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Earthdate: 2264. These are troubled times for the planet. After centuries of peace, the 
renegade Red Lord of Darkness has led his cyborg fanatics in a bloody revolution that has 
overthrown the United World government. Millions of political prisoners are being tortured 
in his infamous Labyrinth of Doom far beneath the surface of the planet. Very little is 
known about this subterranean maze of brick-walled catacombs. Just vague rumors about 
the hidden millions in stolen gold guarded by a ruthless army of mutant cyborg zombies 
commanded by the merciless General Zod, governor of the Red Lord’s death camps. Only 
one thing is sure...none of your predecessors have ever come out of this dreaded place 
alive. But, you must find a way out with a lode of gold big enough to launch the counterrev- 
olution. You are the last hope; the last of the great Lode Runners. 


Licensed by Nintendo for play on the 


Bandai is a registered trademark of Bandai America, Inc. 
LODE RUNNER is a trademark of Broderbund Inc. 
- 1983 Doug Smith © 1989 Bandai America, Inc. 
All Rights Reserved 
Nintendo and Nintendo Entertainment System are trademarks 


of Nintendo of America Inc. 
CIRCLE #121 ON READER SERVICE CARD. 


“Bonk” for nothing. His head is as hard as 
a 1,000-year-old grapefruit. With it he can 
head-butt creatures into oblivion. 

It isn't too often that a game comes 
along that’s as immediately 
engaging as Bonk’s Adven- 
ture. Within five minutes of 
play, | knew that this was 
going to be the family’s new 
favorite—and | was right. 
Bonk’s Adventure has been 
gracing our TV screen for 
two days running now and 
shows no sign of giving up 
that prestigious position. 

Bonk’s Adventure com- 
bines great game play with 
sensational animation to 
yield a contest that’s irre- 
sistible. Bonk’s various 
expressions as he head-butts 
his way through one world 
after another are hilarious 
(although his foaming at the 
mouth when he dies is a bit 
gross). The creatures against 
which he must battle are 
equally as well animated, making this one 
of the most visually entertaining games 
this reviewer has seen. 

As mentioned previously, Bonk’s head 
is his only weapon. However, he may use 
it in various ways. When walking on the 
ground, he may simply lean over quickly 
and bop whatever enemy blocks his path. 
Some enemies give up after one hit; oth- 
ers require several butts before they 
expire. Bonk may also jump upward and 
head-butt enemies above him. In addition, 
once in the air, he may go into a rapid 
spin that gives him a rapid-fire head-butt 
ability. | 

As he travels toward the princess, Bonk 
will find fruit and vegetables that, when 
eaten, will partially restore his life energy. 
He'll also occasionally find meat, which 
makes him increasingly stronger until at 
last he becomes invincible for a short 
time. The animation you'll see whenever 
Bonk eats meat is one of the best in the 
game, with Bonk leaping into the air, a 
mushroom cloud bursting from the top of 
his head and steam pouring from his face 
as the meat (must be spicy stuff) does its 
trick. Each time he eats a piece of meat, he 
gains a more frazzled and annoyed 
expression. 

Another amusing animation occurs 
when Bonk climbs a high cliff. He grabs 
the ledge with his teeth and virtually 
gnaws his way upward. I'd hate to see his 
dentist bills. 

Along the way, Bonk will discover 
many different flowers. When jumped on, 


44 


=: Ss 2 ie oe a ha Pe, a 
PS: 2 ees 6 | 


NEC’s Bonk’s 
Adventure is 
chock-full of 
colorful graph- 
ics, elaborate 
animations and 
the most hilari- 


ous caveman 
ever to star in 
a video game. 


some provide the aforementioned fruit 
and vegetables. Others give Bonk a boost 
upward, much like a trampoline. Still oth- 
ers contain nasty surprises. The flowers 
are this primitive world’s version of a 
treasure chest. You never know exactly 
what they contain, although their colors 
provide a hint. 

Bonk’s Adventure contains five levels of 
play, with each level divided into several 
sub-levels, much like Super Mario Bros. At 
the end of each level, Bonk must defeat a 
boss creature in order to advance to the 
next location. The last boss creature is, of 
course, King Drool, the creature who kid- 
napped the princess. 

Finally, the graphics, as with all Turbo- 
Grafx-16 games, are arcade quality. The 
music is wonderful, which seems to be a 
TurboGrafx trademark. In fact, the music is 
so good, you may find yourself turning on 
your TurboGrafx instead of your stereo. 

Bonk’s Adventure is a terrific game, the 
best I’ve seen on the TurboGrafx-16 yet. 
And that’s saying something. 

—Clayton Walnum 
NEC Technologies, Inc. 
1255 Michael Drive 
Wood Dale, IL 60191-1094 
(312) 860-9500 


Rock ‘n’ Ball 


NTVIC 
For the Nintendo Entertainment 
System ($44.95) 


Rock ‘n’ Ball is a set of 
kde fOur games, including 
Sound/Music straight pinball. The other 
Graphics three games are varia- 
Playability tions on the. pinball 
Overall theme. It’s extremely chal- 
lenging, though ham- 
pered by poor instructions and a strange 
control scheme. 

All of the games have some similarities. 
You can play against other players or 
against the computer, which offers six dif- 
ferent opponents, ranging in skill from 
beginner to expert, each with strengths 
and weaknesses. You manipulate the flip- 
pers with the control pad, and bump the 
table right or left for control. There doesn’t 
seem to be a “tilt” mechanism. 

The first game is pinball, which can 
include one to four players. You are pre- 
sented with a pretty standard pinball table, 
including bumpers, drop targets and 
gates. There are two sets of flippers to 
keep the ball in play and many bonus tar- 
gets. To the upper right of the playing field 
is the “Rock ‘n’ Ball |ltem board.” Just 
below it is a set of three drop targets. If 
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Turn Your Used Video 
Game Cartridges 


\. 


AA 


e We pay the highest prices for your used 
video game cartridges: Nintendo, Sega, 
Genisis, Turbo Grafx-16 and Game 
Boy. 

e We sell used video game cartridges. 
We also sell the hottest new video 
game cartridges. 


N 


Place your - 
Holiday order early! 


e Largest used video game dealer in the 
e Join our game club! 
e Send self addressed stamped envelope 
SEGA is a registered trademark of Sega MV ie} <p 
Enterprises, Inc. a 
NINTENDO is a registered trademark of a 
Nintendo of America, Inc. te 
TURBO GRAFX is a registered trademark of 97 Sherwood Ave., Dept. CE4 
NEC. ‘ 
Farmingdale, NY 11735 


world. 

for current titles and prices. 
GENISIS is a registered trademark of Sega. 
GAME BOY is a registered trademark of Nintendo. 
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you hit one of the drop targets, the item 
board spins, displaying various items. lf 
you manage to hit all three drop targets, 
you can get special bonuses, not all of 
which are advantageous. For example, the 
hamburger causes a “stopper” to arise on 
the board, blocking one of the many exits 
and causing the ball to leave the board. 
The leather jacket causes a special flag to 
appear, which is worth 1,000 points if you 
hit it with the ball. On the negative side, 
the glass causes all bonus objects to dis- 
appear from the board. There is even a 
special stage that can be reached if the 
“key” item is showing on the item board 
when you hit it, which brings a ladder 
onto the board. If you can manage to get 
the ball to go up the ladder, then you 
move to the special level. 

The special level is like no other pinball 
game I’ve ever seen. You must guide the 
ball and strike members of a gang who 
move across the screen. Hitting each of 
the four gang members twice obliterates 
them, but if you don’t hit one before it 
moves off the board, then the full gang 
comes back again. Defeating all four 
gangs causes the big, pink Cadillac at the 
top of the screen to open its hood. Hitting 
balls into the hood provides lots of extra 
points. However, allowing the ball to drain 
down between the flippers brings you 
back to the regular pinball game. 

The second game available is called 
nine-ball. This pinball game consists of a 
board with many holes in it. The object is 
to get the balls into the holes to form a 
pattern. The patterns are simple—three 
balls across or down, five balls diagonally, 
one ball in each corner, etc. Unfortunately, 
there are obstacles, in the form of “nails” 
driven into the board, which deflect the 
ball. Here you must have mastered the art 
of bumping the table. 

To make the game even more interest- 
ing, you start with 1,000 chips and can 
bet as many as you want on the outcome 
of the round. Different patterns are worth 
more—five balls diagonally is worth 
twice as much as three balls across. Also, 
patterns are additive—if you get two 
three-ball-across patterns and a diagonal 
pattern, you get four times the amount of 
the bet. There are multipliers that appear 
randomly on the board and bonuses 
available for large bets. These bonuses 
reward you with such benefits as more 
powerful flippers and free balls. One 
drawback to this game is that your win- 
nings are added to your credit one at a 
time, so it can take an annoying amount 
of time for a large bet. 

The third game is actually a set of three 
games that must be played against an 
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NTVIC has 
entered the 
video-pinball 
market in style 
with their four- 
in-one game 
for the NES, 
Rock ‘n’ Ball. 
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opponent (which can be your NES, select- 
ing one of the opponents mentioned pre- 
viously). For all three games, the board is 
split in two. You control one set of flippers 
at the top or bottom of the board (switch- 
ing sides after every point); your opponent 
controls the other 
set. The flippers can 
either be _ placed 
directly in front of 
your goal or near 
your opponent's 
goal, depending on 
where the ball is on the board. The idea is 
to knock the ball into your opponent's 
goal—the space between the opposing 
flippers. You can choose sets of three, five 
or seven games. 

The three games—Bomber, Thunder, 
and Attack—are quite different because 
they have different obstacles. Thunder has 
special ramps that raise blockers which 
make it harder to lose the ball, while 
Bomber has special button targets that 
change the nature of the game—opening 
holes in the board. Finally, Attack has spe- 
cial buttons that activate features on the 
board. The most important of these is the 
“attack” button, which places a moving 


| target in front of your opponent's goal, 


making it harder to hit the ball away from 


| the goal. The “help” button also raises a 


stop in your goal, so it’s virtually impossi- 
ble to sink a straight-in shot. 

The last set of games is called “sports 
pinball.” You can select from soccer or ice 
hockey, but they are virtually the same. 
Again, you play against an opponent, with 
the object being to sink the ball (or puck) 
into your opponent's goal. Here though, 
you control a goalie who moves back and 
forth in front of the goal, as well as a “flip- 
per’ that’s positioned in front of your 
opponent's goal. The flipper can be rotat- 
ed right, left or across the screen in an 
effort to knock the ball into the goal. 

The graphics and sound for Rock ‘n’ 
Ball are sharp and clear, with a catchy 
tune. | do have a gripe with the controls, 
though. Except for sports pinball, the “A” 
button controls the right flipper, but to 
control the left flipper, you must press the 
control pad left. Pressing the control pad 
right bumps the table right, while pressing 
the “B” button bumps the table left. This 
strange control scheme is difficult to get 
used to. In sports pinball, the “A” and “B” 
buttons rotate the flipper in opposite 
directions, but the flipper won't move 
across the board while it’s rotating. You 
must position the flipper before attempt- 
ing to hit the ball—awkward at best and 
difficult to do in the heat of a contest. The 
other problem is the instructions, which 
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Top players have their 
games custom made. 


TRIVIAL PURSUIT:* The Computer on different skill levels and in 
Game is the ultimate trivia chal- if. Peta, — different subjects. Holly 
lenge game. You can actually ° Wood is tough to beat in 
Entertainment. What 
Deke Athlon doesn’t 
know abdout Sports 
isn’t worth knowing. 
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You 
which catego- roll 
ries to play. You the 
choose from 30 die. | __ 
categories from The computer 
5 different board instantly indicates 


game editions 
of the TRIVIAL 
PURSUIT ® game. Even 
the new ’80s Edition 
IS Included. You can 
mix Pre-Elvis Music with 
BOs Entertainment with 
In the News. Or you can 
play all Sports. Or all Movies. 
It’s Up to you. 

You can play up to 
3 friends. Or play teams. 
Just enter the names of the 
players at the beginning of 


S. YOU 


a 


Fa 
best fits 


z . 
ates "ee, 
ee 


decide which locatio 

your strategy. 

TRIVIAL PURSUIT:° The Computer Game 
gives you animated characters 
with ouilt in artificial intelligence, 
superior graphics and the ability 

to customize the game. And it 

the game. The computer keeps track of all the has thousands of challenging 
scores and positions. ™// questions in 30 different categor- 

You can play the computer. ™ ies. No other game even comes 


Six different characters with close. TRIVIAL PURSUIT” — woods 
artificial intelligence let you The Computer Game. (4 nial Pursuit 
challenge the computer It plays the way you do. meahiees 


TRIVIAL PURSUIT® is a registered trademark of Horn Abbot Ltd., for the games distributed and sold in the U.S. under exclusive license to © 1990 Parker Brothers, division of Tonka Corporation. 
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are not very informative at all. 

These two problems aside, however, 
this cartridge is an excellent value and fun 
to play, with lots of variety. If you like pin- 
ball, you'll really like Rock ‘n’ Ball, not only 
because it lets you play pinball without 
wasting quarters, but it has some features 
you could never find on a pinball machine 
in the “real” world. 

—David Plotkin 
NTVIC 
50 Rockefeller Plaza, Suite 940 
New York, NY 10020 
(212) 489-8390 


720° 


MINDSCAPE 
For the Nintendo Entertainment 
System ($49.95) 


RATINGS: When | was younger, | 
Sound/Music yearned to try skate- 
ataphics boarding. But the threat 
Playability of skinned knees—or 
Overall worse—kept my feet off 
that particular mode of 
transportation. Now, with 720° from Mind- 
scape, | can not only zip around on my 
skateboard, but | can try some of those rad 
maneuvers I’d never even think about in 
real life. 

In 720°, you guide a small boy (com- 
plete with baseball cap) around on a 
skateboard. He travels in the direction 
you move the stick, and various combi- 
nations of the stick and buttons cause 
him to do tricks. He travels around a 
skateboard park, which is complete with 
stores for purchasing better equipment, 
events where he can win prizes, points 
and cash, and obstacles that could cost 
him dearly. 

The skateboard park itself has side- 
walks (look out for muggers and 
wrestlers, stretches of water and streets 
with cars that are going way too fast). 
Running into obstacles costs time, of 
which there is a rather short supply. If 
you run out of time, you get chased by a 
‘swarm of bees, which loses one of your 
three lives. There are convenient ramps 
that will let you leap through the air, 
over water and other obstacles for 
extra points. Pressing the “A” button 
Causes you to leap into the air; if you hap- 
pen to be traveling fast up a ramp when 
you attempt this maneuver, you can clear 
a considerable distance. While you are in 
the air, you can move the control pad in a 
different direction from the way you are 
going, which causes the boy to spin in the 
air. Just make sure you have the control 
pad pressed in the direction of travel when 
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You don't 
have to worry 
about getting 
skinned elbows 
or breaking 
bones when 
you power up 


the NES version 
of 720° by 
Mindscape. 


he lands back on the board, or he gets 
dumped. 

There are stores throughout the park 
where you can purchase extra equip- 
ment—shoes, helmet, pads or a better 
skateboard. Better equipment not only lets 
you attempt more dangerous tricks, but it 
also impacts how much time you lose 
when you get dumped. You start out the 
game with $100, but can earn more by 
winning events and scooping up dollar 
bills left lying around in the park. Each 
piece of equipment can be upgraded four 
times, once for each level of the park. 

Each of the four levels of the park has 
four events that you must compete in to 
move to the next level. You enter each 
level with three tickets, but must earn the 
fourth one by doing well in the first three 
competitions. The four events are the 
downhill, slalom, jump and ramp. The 
downhill is a track filled with hairpin 
curves, which is built over water, and 
you must stay on the track or get 
dunked. The slalom is much like a ski 
slalom—there are pairs of flags on a 
course built over water (of course), 
which you must go between for points. 
The jump is a series of ramps with water 
hazards at the end, where you must have 
enough speed and the correct timing to 

jump to the next ramp. 

The final event is the ramp. This one 
will tax your control-pad skill. The ramp 
is a U-shaped half pipe, and you skate 
up one side and down to the bottom, 
then up the other side. That part is auto- 
matic. While you are on the ramp, how- 
ever, you can attempt jumps, spins, 
handstands, slides and skating hand- 
stands. Each of these tricks is difficult, 
requiring considerable dexterity with the 
control pad and buttons—or, again, 
you'll get dumped. 

In general, the graphics and animation 
in 720° are only fair. The shapes are 
blocky and the colors not especially well 
chosen. The muggers move jerkily, 
although the small boy on the skateboard 
is well-done. For instance, the effect 
when he falls in the water is amusing. 
Finally, the sound is barely adequate. 

If you've every hungered to try a 
skateboard, but never had the courage, 
720° should prove a lot of fun, especially if 
you've marveled at the tricks that you've 
seen people do on them. And even if you 
have no interest in skateboards, this con- 
test is a lot of fun. 

—David Plotkin 
Mindscape 
3444 Dundee Road 
Northbrook, IL 60062 
(708) 480-7667 
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DUAL ATTACK MODE! 


world for their own profit. Control Orin and 
your falcon Cutrus alone, or in the unique 
simultaneous mode, —— , 


“wecsswees set | evil of the 8 Eyes. where you are Orin, 
Te, gt): _ | These Jewels of and your friend is 
Power are held by the King’s kes, Cutrus. Contains 
who plan to use them to rule the Password feature. 


©1989 Seta/Thinking Rabbit MFD under license by Taxan USA Corporation. Nintendo and Nintendo Entertainment System are trademarks of Nintendo of America, Inc 
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NAY 

In a similar vein, VG&CE 
was extremely 
disappointed with most of 
the software shown in 
Nintendo's CES booth. 
While it’s 
impressive to 
see 
hundreds 
of titles 
shown within the 35,000 
square foot “village,” our 
Weary eyes saw few 
games that hadn't been 
shown at previous shows. 
Also, not much of the NES 
software covered any 
new ground. Most of the 
Cartridges were rehashes 
of the tiring run-and-shoot 
school of game design. 

Call us spoiled for 
embracing the new game 
systems and leaning 
away from the NES 
community—as large and 
hard to ignore as it 
is—but It’s the 
responsibility of game 
designers to keep things 
somewhat fresh. 
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YEA 
We were a little worried there for a while, but it’s 
reassuring to see that Sega and NEC are both actively 
pursuing licensees to produce software for their 
respective video-game systems. 
For example, Sega seems to be signing a lot of 
computer-game manufacturers—such as Spectrum 
Holobyte, Electronic Arts and Activision, among others—to join 
it in creating a strong Genesis library. Popular computer titles 
like 688 Attack Sub and Ghostbusters II will really catch the 
consumers’ attention. 
We can’t count out NEC and its TurboGrafx-16 plans, however. 
NEC’s booth at CES offered all the titles that it has brought out 
so far as well as games that will be appearing in America soon. 
(Many industry people are specifically counting on 
Cinemaware’s contributions to weigh heavily in the success of 
the TurboGrafx-16 in the next year or so.) Additionally, NEC 
demonstrated some games that are in the works for the PC 
Engine in Japan—games that may make their way here shortly 
after their release overseas. 
With this kind of support, there’s no doubt that the next- 
generation game consoles are hitting the ground running with 
regard to building a library of software. 


YEA 


It all started with Tengen risking everything by cutting loose from the 
Nintendo licensing system, followed by Color Dreams announcing its 


NAY 
This nay isnt anything new. really, 


but that doesn't mean that we 
dont still get hot and 
bothered by it—nor has it 
passed the eyes of our 
readers. Weve recently received 

a wealth of letters from game players who 
are disturbed with the restrictions that have 
evolved from exclusive licensing agreements. 
In the past you could get almost any game 
that you wanted to play for whatever system 
you owned: whether it was an Atari 2600, 
Mattel Intellivision or another brand. 
Nowadays most licensing contracts stipulate 
a certain period of exclusivity. So a game 
NES wouldn't be 


simultaneously sold for other consoles (though 


released for the 


some exceptions, such as Double Dragon and 
Kampage. exist). 

Hopefully, Congress investigation into this 
situation will bring about a change so that all 
players can enjoy any game they are 
interested in. This practice has been in force 
for a while, but it needs to be changed, and 
changed soon! 
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efforts to produce NES software independently. Now it seems that these events have sparked a wave of 
companies producing NES products outside of the strict Nintendo third-party licensing fold. 
~ Sharedata, a company that is known for its computer software, demonstrated an NES version 
of the Chiller arcade shooting game. Thankfully, this cartridge will be brought out with a 
$19.95 price tag, well below the normal pricing of NES-compatible cartridges. Other similarly 


priced games will follow. 


Perhaps the most ambitious company is Camerica, which is spreading its wings with some 
innovative products that evolved from a partnership with a British-based company called Codemasters. 
Though more details will follow, this pairing is working on bringing out an NES-compatible CD unit, 
hardware that will allow multiple NES systems to be networked together and an adapter that will intercept 
the program from any NES cartridge. This last accomplishment would allow for changing of certain game 
play criteria, like how many lives you start with, how high your player could jump and the characteristics of 


your enemies in a game. 


VG&cE has always supported the underdog, and we wish these companies luck in getting their products to 
the consumer, who will undoubtedly benefit from low-cost, quality software and ingenious enhancements. 
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Take a joy ride with CH Products Joysticks. 


Whether you’re trying to make a pin-point landing, 
get a MIG off your tail or do some serious computer 
design work, not just any stick will do. You want a 
joystick that will perform. Always. 


CH Joysticks outlast other joysticks by 100 times, 
feature the highest system compatibility and are the 
most precise controllers in the industry. That’s not 
just our opinion. Consumers, dealers and editors 
consistently choose CH Products’ Joysticks and 
related products ‘‘Number 1”’ over all the others. 


The new MACH I™ series offers the lowest price-point 
in the industry. MACH II™ and MACH III™, with 
exciting new features and a full year warranty are the 
nation’s best sellers. GAMECARD III PLUS™ provides 
the widest range of compatibility (from a PC at 4.77 
Mhz to a Compaq 386 at 20 Mhz) at a new low price. 
MIRAGE™ and MACH IV PLUS™ offer joystick/mouse 
interfaces for all Apple II and Macintosh computers. 
And the new FLIGHTSTICK™, which promises to 
bring a whole new realm of excitement to your flight 
simulator programs. 


Available for all Apple and IBM Computers including Macintosh and PS/2 series. 
RVICE CARD. 


1988 A+ Magazine Readers’ Choice Award 
1987 PC Magazine Editor’s Choice 


So call your dealer today. He’s on a joy ride too. 


Credit card orders call 
1-800-624-5804. 
California residents call 
1-800-262-2004. 


A Division of Joystick Technologies, Inc. 

1225 Stone Drive 

San Marcos, CA 92069 

For more information or a complete product brochure, 


call (619) 744-8546 
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COMPUTER MYSTERY AND SUSPENSE 
GAMES FOR ARMCHAIR DETECTIVES. 


BY ARNIE KATZ 


One of the most popular radio series of the 1940s was J Love a Mystery. 


That show is long gone, of course, but the sentiment behind it 
definite é 


a Mystery and suspense corollas: 2 almost every form of 
-rtainment, from comic books to 
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For a long while it didn’t look like 
crime and detection would ever achieve 
comparable success in the computer- and 
video-game field. Science fiction and 
fantasy were 


aoore: 8 of 250- 
the most 


frequent topics 
for electronic 
games in the 
early days, and 
mysteries are 
only just now 
starting to 
catch up to the 
“big two.” The 
world’s first 


Sierra On-Line’s Police Quest Il is 
one of the best mystery games. 


computer 
game, Space 
War, developed at M.I.'[. in the mid-1960s, 
paved the way for over a thousand 
futuristic titles. 

Computing attracts those who are 
intrigued by the new and the unknown. In 
turn, this creates a natural connection 
between computer gamers and sci-fi. 

Science fiction speculates about the 
possible, and fantasy does the same about 
the zmpossible. Small wonder fans of one 
usually like the other. Fantasy emerged as 
the second most popular subject in the 
early 1980s, and it has never lost that 
position. 

Just like the fable about the tortoise 
and the hare, electronic mystery games 
started late, gained popularity slowly and 
have only blossomed in the last four years. 
Publishers trying to tempt a public jaded 
by a surplus of science-fiction and fantasy 
games are betting their chips on detective 
thrillers of every conceivable type. 

Blame the inherent complexity of most 
mysteries for their failure to stake a claim 
in the software market until recently. It 
was easier for designers and programmers 
to portray warring starships and battling 
monsters than the interplay of characters 
found in suspense stories. A second 
obstacle was the inability of early machines 
to produce the dynamic sound and 
graphics that do so much to set the mood 
for a mystery. 

Now, to paraphrase Arthur Conan 
Doyle, “the games are afoot!” 


HARD-BOILED DETECTIVES 

Mysteries come in many forms. The 
cerebral “drawing room’ whodunit reigns 
supreme in England, but hard-boiled 
detective stories have been number one in 
this country since the heyday of Black 
Mask magazine, through film noir classics 
like Double Indemnity and right up to 
today’s Spenser novels by Robert B. Parker 
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and the Wrsegwy television series. 

Smashing out of the gaming screen like 
a fist to the chops are Police Quest and Police 
Quest IT (Sierra for IBM PC, Amiga, Apple 
IIGS and Macintosh). 
Retired law-enforcement 
officer Jim Wells draws on 
his undercover and street 
cop experiences in this pair 
of interactive graphic 
adventures. His taut prose 
and gritty situations 
combine the elements of 
police procedure with no- 
holds-barred action. ‘There 
are many good mystery 
games, but these are the 
best of their type. 

Casting a sinister shadow over both 
titles is the Death Angel. In the first title 
in the series, the player must stop this 
unscrupulous crime lord from bringing 


Gangland Power 
Har Loons 


Cinemaware takes you to Chicago’s 
1931 gang wars in King of Chicago. 


drugs into a small Midwestern city. 


‘The Death Angel murders the jailer, 
escapes and kidnaps the hero’s girlfriend 
for good measure in Police Quest IT. Vhis 
time, the cases take the detective through 
a scuba diving sequence and a nail-biting 
encounter with skyjacking terrorists. 

“Sam, they want you 
dead,” says the voice on the 
telephone who starts the 
wheels-within-wheels plot of 
Borrowed Time (Virgin 
Mastertronic for all systems). 
Sam Harlow is the hero of 
this Chandler-esque blend of 
mystery, mayhem and 
murder. Borrowed Time was 
originally published by 
Activision in 1985, but quick- 
play features and animated 
touches 1n the artwork give it a more 
contemporary look. 

King of Chicago (Cinemaware for IBM 
PC, Amiga and Macintosh) isn’t an 
orthodox mystery, but this crime caper set 


in 1931 Chicago is likely to appeal to the 
same computerists who enjoy “hard- 
boiled” detective games. As the ambitious 
gunsel Pinky, the player steers a bullet 
path to the top of the mob in an action 
adventure that alternates “talking heads” 
conversation with various real-time games 
to chronicle Pinky’s rise to power. 


MINDS AGAINST CRIME 
Hard-boiled detectives usually think 
with their fists and a blue-steel roscoe, but 
many other mystery solvers use their heads 
for something more subtle than a battering 
ram. In games of this type, the computerist 
carefully accumulates evidence, analyzes 

physical facts and employs cold logic to 
bring the wicked to judgment. 

A story coauthored by the prestigious 
London Detective Club, whose members 
included both Agatha Christie and Dorothy 
L.. Sayers, provides the story line for Scoop 

(Spinnaker for IBM PC and Apple). 
Someone ts killing the cream of Fleet 
Street, and the player must track the killer 
through London before more reporters 
face that ultimate deadline. 

A menu-driven system moves the 
reporter-turned-detective from place to 
place to hunt for clues and question 
witnesses and suspects. The program 
keeps strict account of time, including the 
daily eight-hour sleep period. Frivolous 
side trips and haphazard investigating 
should be avoided to insure that the 
reporter gets the scoop on the multiple 
killings before his or her rivals. 

One to four amateur law enforcers join 
Queensport’s 13th precinct in Po/ice Blotter 
(Avalon Hill for Apple IT). Players vie with 
each other and the “case clock” to solve 
seven different crimes plaguing the 
mythical city. 

Each mini-game has three skill levels, 
geared to challenge first-timers and 
veterans alike. 
Police officers 
fan out 
through the 
city to look 
for evidence 
and interview 
witnesses. An 
extensive 
menu makes 
questioning 


You'll have 33 different suspects Suspects a snap, 
in Kyodai’s Murder Club. 


and well-drawn 
head-and-shoulders vignettes of each 
person add eye appeal. 

‘The state of affairs toss a baffling case 
in the lap of Detective J.B. Harold in 
Murder Club (Kyodai for IBM PC). The 
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somewhat unpopular Bill Robbins has met 
a violent death. It is up to the gamer, as 
].B., to construct a case to catch the late 
businessman’s killer. 

Besides the usual hunt for clues and 
interrogation of the game’s 33 characters, 
Detective Harold can consult the crime 
lab, library and the prosecutor’s files for 
useful information about the case. 

Riverhill Soft’s Murder Club also has 
outstanding artwork for a game of this 
type. The accent is still on logic, but 
detailed drawings of the town’s 20 
locations and important citizens give 
Murder Club a solid feel that is sometimes 
missing in text-heavy mystery programs. 

The world’s most famous mystery board 
game goes electronic in Clue: Master 
Detective (Virgin Mastertronic for IBM PC, 
Amiga, Apple II, Atari ST’ and Commodore 
64). ‘The latest addition to Mastertronic’s 
computer board game line is as faithful to 
the original as the same publisher’s Risé 
and Monopoly, and that’s great news for 
everyone who has ever spotted Colonel 
Mustard with the candlestick in the 
conservatory. 

‘The one-woman crime wave, Carmen 
Sandiego, shows no signs of slowing down. 
Younger players will especially enjoy these 
programs, which mix strong game play and 
graphics with geography lessons. 

‘The queen of crime and her gang have 
cavorted in four mysteries so far: Where in 
the World Is Carmen Sandiego?, Where in the 


U.S. [s Carmen Sandiego?, Where in Europe Is 


Carmen Sandiego? and Where in Time Is 
Carmen Sandiego? (Broderbund for all 
computer systems). [he student learns 
facts about famous places while gathering 
information about gang members. By 
logically arranging this data, the sleuth 
compiles dossiers on the culprits that lead 
to their capture. 

‘The Carmen Sandiego mysteries are 
nearly perfect as educational games. Each 
imparts a lot of information within a game 
structure as enjoyable as any pure- 
entertainment program. 


CELEBRITY CRIMESTOPPERS 

Licenses are plentiful in all categories 
of video and computer games, and 
mysteries are no exception. Many famous 
detectives are now featured in their own 
computer games. 

lan Fleming’s James Bond, previously 
featured in a Virgin Mastertronic title of 
the same name two years ago, returns to 
the home screen in Licence to Kill 
(Broderbund for IBM PC, Amiga, Atari ST 
and Commodore 64). Domark’s multistage 
contest skimps a bit on plot and 
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characterization, but it has all the action about a robbery ring as a series of action 


from the latest Bond epic. games connected by noninteractive bridge 

The player, as the suave British sequences. [hese interludes advance the 
operative, pilots a helicopter, swims plot and show the characters talking to 
through shark-infested seas, water skis each other, though the language is a lot 
armed with a harpoon gun and chases oil tamer than Murphy’s usual rap. 


Cleanstreets 
Harry, the top cop in 
Operation: Cleanstreets 
(Brgderbund for 
Amiga and 
Commodore 64) takes 
a two-fisted approach 
to fighting crime. His 
IS a ONe-man war 


tankers 1n a rickety crop 
duster. And it wouldn’t be a 
James Bond thriller without 
plenty of shooting. Helping 
OO7 capture the drug 
kingpin is frantic fun for 
arcade aces. 

Detroit’s Axel Foley is 
about as far as you can get 


from the debonair Bond, Mindscape’s Deja Vuis one of = 284!nst a gang that 

but he’s also starring inan the mystery software classics. has infested one of the 

action-strategy Computer city’s seedier 

game. Beverly Hi/ls Cop (Box Office for neighborhood. 

IBM PC, Amiga, Atari ST and Commodore ‘There’s little detection but plenty of 

64) has the flavor of the two movies but is life-and-death fights against lawbreakers in 

actually a previously unrecorded escapade this side-perspective solitaire contest. 

that takes place between them. Hand-to-hand combat is against felons 
Subway Software spins its original story | armed with knives, chain saws and baseball 


Flay It Again, Sam 


VG&CE LOOKS AT SOME OLD FAVORITES 


Let’s nof overlook all the excellent games of the last few years in the 
excitement over all the new and forthcoming detective games. They don’t have 
leading-edge technology, but all offer plenty of enjoyable play for armchair 
criminologists. 

Deadline, Suspicion and Witness (Infocom for all systems) are three of the best 
text adventures ever published by the company that perfected this type of game 
with its Zork trilogy. Those who demand sound and graphics should skip these 
titles, but each provides an escalating change for amateur investigators. 

The three adventures aren't a series in the ordinary sense, but they are linked 
by overall approach and a similarity of prose style. Each puts the detective ina 
tight situation in which he or she must race against time and the le 10 find the 
true villain of the piece. — 

Don't forget another trio of games, which features sleuths who 
lost memories as well as criminals: Deja Vu (Mindscape for IBM PC a 
Macintosh), Amnesia (Electronic Arts for all systems) and Mind: hadow 
(Mediagenic for all systems). _ 

Amnesia drew little attention when first released, primarily because it’ sa | pure 
fext adventure, and this format had clearly lost its audience by the time EA 
published this mammoth electronic novel written by the controversial science- — 
fiction writer Thomas N. Disch. 

Mindshadow, by Brian Fargo and Interplay, and Deja Vu, from fear 
Simulations, are in more modern formats. The former is an illustrated adventure, 
while the latter introduced point-and-click, Macintosh-style control. Both are 
globetrotting quests for the hero’s own past, spiced by the need to unravel a 
mystery before the bad guys or the police make recovering the past irrelevant. 

Murder on the Zinderneuf (Electronic Arts for Apple Il, Atari 800 and 
Commodore 64) and Killed Until Dead (Accolade for Commodore 64) each 
feature several thinly disguised knockoffs of famous fictional detectives, 

In Murder on the Zinderneuf, the player becomes any of several sleuths and 
must use that character’s methods to catch a killer before the zeppelin docks in 
New York. The investigator moves from room to room via an overhead map of the 
airship to hunt for clues and interrogate a colorful cast of witnesses. 

The pseudo-celebrities are the suspects in Killed Until Dead. All belong 2 the 
Murder Club, in which members concoct perfect crimes—and then a men) out 
against each other! Hercule Holmes must figure out the victim, the | 
weapon and the scene of the potential murder before midnight 
in this ae ae click murder caper. | 
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bats. When Harry defeats a thug, he frisks 
for the contraband. Only when he has 
rounded up all the illegal goods and 
dumped them into a fire barrel can Harry 
go on to the next street that needs a police 
cleanup. 


INTERNATIONAL INTRIGUE 

David Wolf: Secret Agent (Dynamix for 
IBM PC) blends intrigue with five 
elaborate action simulations linked by 
cinematic story sequences. The 21- 
member development team used digitized 
images of real actors and specially 
constructed movie sets to make this four- 
disk four de force. 

American agent David Wolf, a sort of 
stateside James Bond, must display skill at 
hang gliding, sky diving, piloting and 
driving, as well as marksmanship, to 
triumph over the international conspiracy 
known as Vipet. 


SCIENCE FICTION SLEUTHS 

What do gamers love even more than a 
mystery? A mystery that’s also a science- 
fiction story! Iomorrow’s detectives are 
already solving cases today—on the 
computer screen. 

‘Those magnificent Murrys, who gave us 
Championship Boxing, Ancient Art of War and 
Ancient Art of War at Sea, now display their 
mastery of another category, the science- 
fiction mystery. [heir interactive graphics 
adventures, Manhunter: New York and 
Manhunter: San Francisco (Sierra for IBM 
PC, Amiga, Apple IIGS, Atari ST and 
Macintosh), present the exploits of a 
detective walking an ethical tightrope in a 
near-future Earth enslaved by an alien 
conqueror. 

In the first installment of the Manhunter 
saga, the Orb dictatorship enlists the player 
to spy on the human population and ferret 
out revolutionary plans. ‘The Orbs return in 
the second game, codesigned by Barbara 
Ward, and there’s a whole new assortment 
of brain-teasing mysteries for the relentless 
Manhunter to penetrate. 

The Manhunter adventures are more 
than simple tales of crimes and arrests. At a 
crucial point in each game, the player must 
choose to remain a minion of the Orbs or 
stop collaborating and join the human 
rebellion. ‘he program supports the 
consequences of either alternative, so this 
is a true decision point. Not many games 
inject such moral considerations, and it 
gives Manhunter: New York and Manhunter: 
San Francisco a unique feel and subtlety 
often found in mysteries, but seldom in 
computer software. 

Impossible Mission IT (Epyx for most 
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If you're ready to soar to new heights, 


Suncom brings you the Analog Xtra” joy- 
stick with a built-in throttle control that'll 
make you feel like you’re in the cockpit of a 


F-16 fighter. 


Or try the Analog Edge™ with two-way, 
switchable buttons...or the Analog Plus™ 
that features variable-speed, auto-fire for 
increased accuracy and greater 


control. 
All three Suncom Analog joy- 


sticks are made with an ex- 4 
clusive, patented process 


known as Injected Re- 
sistor Technology: 
This feature allows 
you to fly missions 
long after other joy- 
sticks have waved 
their white flag. 
Fly the new lineup 

of Analog joysticks from 
Suncom, and take control of the 


most challenging IBM® or Apple® soft- 


ware games. 


Please, just remember to strap yourself in. 


42 Suncom 


Analog Xtra 
for IBM only. 


— TECHNOLOGIES 6400 W. Gross Point Rd., Niles, IL 60648 708/647-4040 


a ese art of FALCON AT, The F-16 Fighter Simulation supplied by Spectrum Halobyte. 
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computer systems) Is a rarity, an action- 
oriented mystery. In this sequel to the 1983 
hit, the futuristic detective must survive a 
trip through the eight-tower complex of 
the nefarious Elvin Atombender in 
northwest Los Angeles. ‘Uhe player 
searches for clues to the passcodes that 
allow entry to each of the subsidiary towers 
and then pieces together the musical code 
that enables the character to enter the 
central tower and arrest Elvin before the 
time limit ticks past. 

Ace Powers, the space-faring hero of 
The Omnicron Conspiracy (Epyx for IBM 
PC) has to worry about both big-time crime 


and saving the known universe in this 
Interactive graphics adventure by Subway 
Software and programmer Jim Nangana. 
Humorous touches enliven the interstellar 
quest for a spaceship that vanished, only to 
appear on the other side of the galaxy. 


THE SUMMATION 

Clearly, computerists’ love of mysteries 
is far more than mere infatuation. ‘lhere 
are plenty of evildoers in the microverse 
and, fortunately for us mystery fans, 
enough excellent mystery strategy, 
adventure and action games to take many 
bites out of crime. & 
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COMICAL KUNG-FU ACTION 
FOR TWO PLAYERS! 
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Jacky and Lee, it’s up to you to break 
through the Demon’s Castle 
and rescue Princess Min-Min! 
The exciting ARCADE HIT 


“Chinese Hero’’ is back, 


~ er powered up for thegls| 


Who knows what 
wonders and enemies 
await you? 


There’s Bonus Stages, hidden 
treasures, Warp Zones, and 
plenty of other exciting secrets 
to discover! 


Hmmun, let’s see. 
Shan = Now where does this 
eat 1 ' warp hole lead to? 


ary) 


aie 


« for the legendary treasures that'll help you defeat the 
emon’s Army! The Dragon's scales are hard as steel, so 
you'll need the Legendary Sword! Watch out for the Medusa 
Beams! Better have the mirror ) 


( So this is the 
legendary sword! 


handy! Gather all the treasures, 
and you'll be an awesome 
Kung-Fu Hero! 
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TT’SABATTLE 


AFTER A PROLONGED D STENCE 
THE LEGEND RETURNS! 


You are Ryuhi, a dedicated student of the ancient art of Kung-Fu. But your wise 

master has been kidnapped, and with him, the Secret Scrolls, which hold the key to 
awesome fighting skills. Now, set out to defeat the evil Tusk Soldiers and regain the Scrolls. 
Your goal: The World Tournament of Contact Sports, where you will seek out the evil 
warriors of darkness. 


_ KUNG-FU SO REAL, YOU'LL BE OUT OF BREATH! 


It’s the first game to include realistic defensive 

techniques, letting you thrill to the most authentic 

* kung-fu fighting ever created in a videogame. 

» With an incredible assortment of moves at your command, 
- you'll feel like an expert fighter, thanks to the support of 

Artificial Intelligence programming. Here are just some of 

the fantastic moves you'll master. 


OF THE 


FLYING DRAGON‘the classic hand-to-hand combat game and 
arcade hit(Shang-Hai Kid") is back, especially enhanced for the 
NES! 
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CIRCLE #131 ON READER SERVICE CARD. 


LICENSED BY NINTENDO® FOR PLAY ON THE 

ENTERTAINMENT svsTEem: 
NINTENDO*AND Nintendo ENTERTAINMENT SYSTEM® 
ARE TRADEMARKS OF NINTENDO OF AMERICA INC. 


tHE MAGIC OF 


ita es aa lle err 


i ELE L OO IES 


The ancient land of Arabia 
has fallen into despair. The 
evil magician Sabaron has 
released his demons from the 
underground, and now they 
are about to take over a 


once—beautiful land. 


You have lost your memory, 
but you are the descendant 
of the legendary magician, 
Isfa. Now it is time to return 
to Arabia. You must fight to 
defend peace and unravel 
puzzling mysteries to save the 
kidnapped princess Scheher- 


azade. 


You and your allies will 
travel throughout the beau- fam : 
tiful and mysterious land of } a 
Arabia, through the future 
and the past, and to worlds 
of water, deserts, forests and 
flowers. It’s a grand adven- 
ture waiting to be fulfilled. 
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| COMBINED THEIR 
|POWERS TO USE 
|THE THUNDERN. 


221i 


Raise your strength with an assortment Magical spells come to life on the screen Giant enemies fill the screen and An encounter with the enemy! Create 
of swords, magical rods, and special in winds of fire and storms of electricity. challenge you to battle. a battle formation with your allies, 
items. then fight it out with powerful magic! 


FIVE CHAPTERS OF MAGIC AND MYSTERY, MAGICAL BATTLES WITH ELEVEN 


“yh ee per challenging pues and Seek out your trusty companions and invoke — TM 
intense combat, unlike anything else. And a an astonishing variety of magical spells. ( 
finale full of awe and wonder. The world of Through the past and the future, you are the CJL IS V= IBRIAINI 


Scheherazade is an adventure full of glory. hero, battling the sinister forces of evil. 

A R ii FICLAL INTELLIGENCE ENHANCES GRAPHICS AND SOUND FROM A 15315 N.E.90th Redmond Washington 

THE GAME EVEN MORE! WORLD OF FANTASY! 98052 CULTURE BRAIN USA, INC. 

With the support of the Artificial Intelligence With stunningly beautiful visuals and a musical CULTURE BRAIN™ and SCHEHERAZADE ™ 
programming, even beginning players can soundtrack that will captivate your imagination, are trademarks of CULTURE BRAIN U.S.A. Inc. 
enter the magical world of Scheherazade and The Magic of Scheherazade is a gaming TM and © 1989 CULTURE BRAIN U.S.A. Inc. 
behold its wonders. experience that'll leave you spellbound! All rights reserved. 


CIRCLE #132 ON READER SERVICE CARD. 


Play the Game Your Way. 


Only Baseball Simulator 1.000 lets 
you play ball any way you want it. 
It’s fully programmable baseball 
unlike any other game. 


Complete Editing 

Start with a full team of 12 batters and 
six pitchers. Then, you decide what kind 
of team to make. Enter the exact stats 
you want for a winning team. Use the 
latest major league stats, make an all- 
Star team, even enter yourself as the 
Star. With six programmable teams, you'll 
have a whole league of your own. 


Intense and Realistic Action 

Make a team of quick runners for a fast- 
paced game. Create players with awesome 
power for an all-out Home Run Derby. Or 
give your team the hottest hurlers for an 
intense pitching game. No matter what 
kind of game you want to play, it’s all 
possible. 


Televised Season Simulation 

With the Full-Auto Season, you can play 
out a continuous season and watch your 
team from game to game. Even individual 
players can be tracked with full stats and 
top-10 rankings. Go for the triple crown! 


(Nintendo) LICENSED BY NINTENDO “FOR PLAY ON THE _ se 
ENTERTAINMENT svstem® Be 

NINTENDO®AND Nintendo ENTERTAINMENT SYSTEM® | 
ARE TRADE MARKS OF NINTENDO OF AMERICA INC. 


Official 


.. Seal of Quality / 


——— 


Coming in March! 


(1) FULL EDITING FOR UP TO SIX TEAMS. (4) FULLY AUTOMATIC SIMULATION. 


Play ball with your favorite major league stars, Simulate a full season based on statistics. The season can be 
heroes from the past, fantasy leagues-even enter played automatically, wbile you can enjoy following a team f | v7 Tr —- QnA 
yourself as the star! Enter team and player names, through its games. And by editing team and player abilities, EF N (— Vv’ 
and all tbe important stats for your very own team. it’s a full-auto simulation game. : —_ 
@ ACOMPLETE, SIX-TEAM, 165- GAME @) THE HILARIOUS FEATURES OF ULTRA PLAY. ee a 

; ; 15315 N.E. 90th Redmond WA 98052 
PENNANT RACE. Add a whole new dimension of fun to baseball with the Cul Brain™ and T™ 
Play a full length season with six teams, for 5, 30, wacky Ultra Plays. Throw pitches that disappear or speed up re de Al ae Cae ie 
60, or even 165 games. Follow the teams and in mid-air. Fight back with hits that explode or knock out the TM and © 1989 Culture Brain USA. Inc. _ 
players through the season- monitor their stats, fielders. And catch them by leaping hundreds of feet in the All rights reserved. | 
even get top-10 rankings in batting and pitching. air. With the six teams of the Ultra League, you’ll play base- 


ball like it’s never been played before! 


CIRCLE #133 ON READER SERVICE CARD. 


yu ve been fooeed up i in a 


Vie nam prison camp for 20 years, 


and 7ou can barely remember what 


the un looks like, much less 


Sr American’ S face. In. a flash, 


you'r out of your cell, thanks to a 


| friendly helicopter’ Ss firepower, e na 1 ; B E R- 


7 which. blasts the door open. On the . ; 2 | 
run now, you suddenly find yourself - ee : F T ge 


‘up as. many” y of these « treas 
Pee _ 


/ acing through the camp fully Do N 
armed ¢ and surrounded by the GIs RY ONN AUERT 
: that have come to rescue you. But just as quickly as it 


“started the mission ends, leaving you to fend for yourself as 


you try to reach the secondary pick- -up point. It’s just you. aA ae armilene | runs at you; ; if you get too close when 
against a whole army of angry soldiers whose sole intention they £0 off, you'll lose a life. o — | a | 
“is to stop. you—and stop youdead. | Also, hits from tanks, aircraft and rockets diminish your 


| Caliber-Fifty by Romstar i is the latest ee abilities, dropping you to the next lowest 


action adventure game to hit the arcades. It weapon, where regular bullets cause e bodily 2 


ae pits you (or you and an optional second damage. 


_ player) against countless enemies in a fast- 


The Game’ s ‘Layout 


| _ paced shoot-’em- up. Using a rotating i : 
Each area of the game is then broken down 


oystick (similar to the one found in /kari — 
| — Warriors by Tradewest), you can fire your into three sections. The backdrop for these 
| weapon i in eight directions and control your sections vary from an enemy base camp and a 
character while advancing through three war-ravaged village to a river that winds deep ‘ 
- areas of combat. This allows you to move into the jungle. You won't find just the enemy 


and Tre i different directions—moving in these various locations; you'll also find your — 


forward as you shoot the enemies that sneak pathway cluttered with oxen, pigs” and 


ap behind. you, for example. During the chickens grazing along the countryside. : ae 


course | of play, you'll be able to retrieve Similarly, in the river you'll find turtles 


precious gunbelts that will give you swimming back and forth between the shores. 


additional firepower. This could be as __ Caliber-Fifty isa one- ortwo- ‘This attention to added graphic detail makes 7 
player game, and the second 

: player can join in at any time. : 
blockbuster effect of a long-range super you something else to concentrate on beside 


simple | as a short-range gun to a Caliber-Fifty that much more enjoyable, giving 


: _rocket or the most powerful of weapons, the Siegal the nonstop blastathon taking place around you. (Although 
~ Automatic Flamethrower. You can find these gunbelts in neither of these targets are worth any points, try, saps 
old shipping crates and in the hands of the no who the chickens and the turtles t to see what r happens. he 
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2700 E. Wapenal Hwy.. Bldg. A, 
. Brea. California 92621 TEL: (714) 579-0693 
OR DREAMS products are designed and manufactured by 
OLOR DREAMS, INC. They are not designed, manufactured, 
“ sponsored or endorsed by Nintendo® . ‘Nintendo ° is a trademark 
| of Nintendo of peach Inc. 


than the flamethrower for this particular 


2 Ones through t te sectic 4 
ready to enter the river. Be careful 
here because soldiers are ituatec 
high up on the cliffs around the 
water, often just out) Of. 
view—though not out of | range of — 
striking you with bullets. Waiting © 
for you on the other, side are a number . enemy tanks and 
booby-trap pits that are likely to surprise you. - 
(Strategy tip: As you eventually, reach and enter the 


underground tunnel, turn the joystick so that you are firing 


a up and to the left; when you reappear, pull down and to the: 
right. A new enemy carrying a flamethrower 1 is introduced, | 
and if the above is not done ene it r could spell instant 


death for your on-screen character. y 


The underground tunnel j 1S similar t to. the river in that 
you have cliffs rising: above you—again, with a full 


complement of enemies perched up on top. 
Along with your newfound friends, the 
flamethrowers, you will also encounter more 
bad guys toting bazookas, as well as heavily 
armed tanks and helicopters. that make your 
What makes this 


travels more complicated. 
area different i is that as. you enter each. 
section you'll find a large number of enemy | 
troops ready to ambush you. | | 
At the end of this long tunnel is a single 
: room. Here you will find three gigantic 
‘monkeys that hurl stone objects at you. (I 
_ suggest using the long-range rockets rather 


confrontation. Fhe flamethrower’ s short 
range will require you to ‘stand much closer to 
these dangerous animals. ) As. soon as you: 
eiiter, immediately deal with the far right monkey first. 
Since they throw the objects in an. 1S” curve, ay standing to 


86 


| toughest stages you’ ML have nha o. Nou inet 
ere! rescue chopper waiting for 


| tractor 1S to enter ‘the section, fror 


You' ve ‘bons caught, so now 
it’s off to preenine time. i 


destination, the enemy camp, is where you will 2s the 


(Strategy tip: The best. method ae getting rid of of the 
the left while moving 


clockwise, s shooting and throwing as many y grenades as. 
: possibl €.) : | | 


| Ga a m e s u mm a ry 
The wot game play of Caliber: Fifty is average, featuring 
3a common theme that has been used before. 
On the other hand, the animation, and music 
: contained i in this. war game are excellent. The 
graphics were designed with flexibility. For 
‘instance, al like the way the oxen are 
-animated—they actually reach down to grab 
their food—and how the. enemies fall to the 
ground i in ‘different positions after being shot. 
Add the. screaming digitized guitar to the 
background music and you~ have a game that 
looks ; as though i it took a lot of ume and effort 
to. make. eS just wish MM were a little less 
intense. At times there are simply too many 
: enemies on the screen, which creates too 
many no- win situations. ge 
The length of the game could have been 
: longer because just as. quickly as the 
game—and your valiant mission—starts, it ends, leaving 
you hungry for another tour ot duty. cee i J : a 
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VIDEO GAMES GROW UP 


Finally... 
the first real role 
playing game! 


Licensed by Nintendo 
for play on the 


ENTERTAINMENT 
SYSTEM: 


Official 


Seal of Quality 


Ultima” is a registered trademark of 
Richard Garriott, and is licensed by 
FCI for play on the Nintendo 
Entertainment System.® Nintendo 
and Nintendo Entertainment 
System® are registered trademarks 
of Nintendo of America Inc. FClis a 
trademark of Fujisankei 
Communications International, Inc. 


You paddled your last Pong...you packed up your Pac-Man...you 
mastered Mario Bros. Now you’re ready for the ultimate 
challenge! Ultima, the popular PC role playing game, is available 
for NES players who want to move up to a grown up game. 

Put together your team of four characters and set out on 
your quest to conquer the evil Exodus. Fight your way across 
treacherous terrain with your wits, weapons and skills to save 
you from the dangers that lay in your path. It’s role playing fantasy 
at its best! 


@ Choose your team from a variety 
of fantasy characters. 

@ 5 year lithium battery saves 
scores and play positions. 

@ Animated graphics and full sound 
effects add to your excitement. 

@ Over 100 hours of game time. 


Fujisankei Communications International, Inc. 150 East 52 Street, New York, NY 10022 
Tel. (800) 255-1431 In NY State (212) 753-8100 Phone Counseling Hotline (312) 968-0425 


CIRCLE #137 ON READER SERVICE CARD. 


GET THE HINT! 


The Ultima Hint Book 

Get the tips and tricks that can 
help you complete your quest 
in this 64 page handbook 

of Ultima’s secrets. Only $8 
wherever you buy video games. 
To order by credit card, call toll- 
free (800) 422-9001 Ext. 576. 
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Not Just Kid Stuff 
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trip through a software store 


calls for a refresher course in 
roman numerals. Seems 
like the number of brand 
new titles is almost 
matched by the out— 
pouring of sequels. In 
the gaming industry, as 
with movies and books, 
there’s nothing so 
popular as a sure thing. 
Many publishers look at 
sales figures and decide 
a rerun 1s in order. 
Actually, it isn’t all 
cynicism and commerce. 


Art and fun are the 
motivators in decisions to issue sequel 
titles in the entertainment software 
field, where most (well, at least many) 
software honchos are gamers 
themselves. 

In most cases sequels have enough 
In common with the original game that 
it’s easy to decide whether or not to 
buy one. ‘The quality is almost always 
at least as good as the original title and 
frequently better. Usually improved 
play systems, fancier design or 
enhanced audio tracks bring the newer 
programs up-to-date. 

‘There really aren’t very many down 
sides to sequelitis. Plot lines may 
begin to seem cut-and-dried after too 
many stories cast in the same mold, 
but usually there are enough 
differences between the end products 
that this doesn’t occur. One might 
complain that talented artists and 
writers on the projects could expand 
their creativity more readily if they 
were not bound by format; yet these 
creators seem to be doing a very good 
Job as it 1s. And certainly a company 
that devotes a@// of its R&D dollars to 
creating sequels is not doing spade 
work on the frontiers of computer 
gaming art; but few companies would 
be so foolish as to devote their entire 
effort only to retreads. 


IT’S A MATTER OF CHARACTER 

It takes more than just a good sales 
record to inspire a repeat performance. 
Accolade’s Al Miller explained some of 
the whys and wherefores of sequel 
publishing. “Sequels are a good idea 
when the sequel presents an 
opportunity to add a great deal of 
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power to the original game. They’re a 
bad idea when they’re done just to 
capitalize on the success of the 
original. 

“The other situation where it’s 
frequently desirable to do a sequel is if 
you ve created a character. Our first 
role-playing 
game |The Third 
Courier, Apple 
IIGS and IBM 
PC] features a 
character called 
Moondancer, a 
contemporary 
spy whose first 
scenario Is an 
adventure set in 
East Berlin. ‘This 
type of 
[continuing| 
character frequently 
changes attributes during the course of 
the game, and sequels let you take this 
[changed] character into a new game. 
The character eventually becomes a 
part of yourself.” 

John Williams, speaking on behalf 
of Sierra On-Line, agreed. “The meat 
of a good sequel is a good main 
character. We hope that our characters 
get to be better Known with every 
exposure.” 

Williams 
explained that 
Sierra, perhaps the 
one company most 
heavily committed 
to publishing 
sequels, views the 
characters as the 
continuity factor 
between games. 

“It compares with 
the early days of 
the movies. Fora 
studio to be 
famous was one 
thing, but to have 
someone like a 
Charlie Chaplin, a 
very well-known 
character, 1s what’s 
really great. It’s 
good to have stars 
you can depend on. 
We are developing 
these characters so that, just like 
actors, people will want to see them in 


Sierra On-Line’s Kings Quest IV: 
The Perils of Rosella 


Mindscape’s Gauntlet // 


other situations.” 

John discussed the way the folks at 
Sierra look at their characters when 
considering sequels. “Sequels are not 
so much a continuation of the story but 
a continuation of the actor. We’ve 
talked a lot about letting these 
characters mix and 
Interact; maybe not 
meet in a sequel, 
but putting the 
actors back into 
action.” 

He went on to 
talk about an 
obvious exception, 
a case where the 
characters and 
stories are 
definitely linked by 
more than the on- 
screen actors. “Of 
course, Azugs Quest will continue to be 
sequel oriented, since it centers on one 
family: King Graham, his son and 
daughter and the history of their 
kingdom.” 

In fact, Azmgs Quest IV: The Perils of 
Rosella takes the history of the Graham 
family another step (although it is not 
necessary to play the first three 
adventures to enjoy this one.) It stars 
Sierra’s first female 
lead character, and the 
story involves her 
quest for a cure for her 


dying father. 


SOMETIMES THE 
PLAY’S THE THING 
Some sequels 
result because of the 

popularity of the 
original game’s play 
mechanic, rather than 
because of a 
charismatic disk star. 
One such case in point 
is Mindscape’s Pole 
Position IT. The 
original Atari coin-op 
was a megahit, 
perhaps the most 
popular driving game 
of all time. ‘This new 
version features 
improved graphics and 
terrain to enhance the driving classic, 
as players vie with other vehicles in a 
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cross-country race that 1s remarkably 
similar to the first version of this game. 

Mindscape’s Gaun//let also inspired a 
second look. Players’ appreciation of 
the program had little to do with a 
superstar character; 1t was the 
excellent reception enjoyed by the 
original game that inspired Gaundler IT. 

Gauntlet I 
employs the side 
and overhead | 
perspective seen 
in the original. 
While physical 
objects (the 
dungeon and all 
objects within it) 
are seen froma 
top-down view, 
all characters are 
viewed from a side 
perspective. 
However, the 
newer version brings on some changes. 
The original Gauntlet tended toward 
hacking and slashing, but the sequel 
introduces spells, objects and puzzles. 
As in the original, a team of Warrior, 
Wizard, Elf and Valkyrie enter the 
dungeon to conquer dangers and win 
treasures. 

‘The characters have well-defined 
differences. ‘hor the Warrior is 
resilient and powerful, with an 
awesome battle-ax, but he’s somewhat 
plodding and not much use at magic. 
Merlin the Wizard has no armor nor 
weapon with which to destroy the 
various monsters, but his magic and 
fireballs are effective. Questor the Elf 
has a talent for magic, but 
his shot power 1s poor 
and his dagger 

ineffective in 

hand-to-hand 

battle. ‘Vhyra 
the Valkyrie has the strongest armor 
and sword but poor shot power and 
moderate magical abilities. The 
graphics are an upgrade of the 
excellent original, as is the sound: a 
digitized voice welcomes each 
character at the start of the game, 
warns each when strength is waning 
and announces when a character picks 
up a special charm or amulet. 


A GOOD IDEA LIVES ON 
Other sequels are based more on an 
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Sierra On-Line’s Leisure Suit Larry 3: 
Passionate Patti in Pursuit of 
the Pulsating Pectorals 


idea than on any particular play 
mechanic or character, as is the case 
with the theme of space travel, which 
is echoed in the well-known Universe 
series. Universe ITI, by Omnitrend, 
features a diplomatic mission to 
reestablish ties with a colony world. 
‘The player, as the starship captain, 
faces saboteurs 
and hostility 
from the locals, 
as he explores 
each area and 
solves puzzles. 
‘The main 
screens show 
objects and 
characters in 
profile and 


the four 
complexes. 
Scrolling 1s 
smooth as the player investigates each 
area. I'he easy-to-use system of icons 
is definitely the most exciting 
innovation in Universe ITT. A rosette of 
on-screen arrows directs character 
movement within each area. Similarly, 
icons permit the player to pick up, 
drop and even 
use some 
objects, check 
inventory, 

move between 
levels and 
consult the 
menu of verbs 
without 
resorting to the 
keyboard. 

Over the 
course of several 
years the Carmen Sandiego series has 
proven to be the most successful blend 
yet of entertainment and education. 
‘The latest entry, Where in Time Is 
Carmen Sandiego? (Broderbund) lives 
up to the high standards set by its 
forebearers. In it Carmen and her gang 
(made famous in Where in the World Is 
Carmen Sandiego’, Where in America Is 
Carmen Sandiego? and Where in kurope 
Is Carmen Sandiego? ) are pilfering rare 
objects and escaping into “me; more 
specifically, the past. ‘he user has 
access to the Chronoskimmer, a 
futuristic invention that ts all the 
gamer needs to locate Carmen 


views of each of 


Mindscape’s Pole Position II 


somewhere between the 
years 400 A.D. and the 
1950s. 

Where in Time Is 
Carmen Sandiego? 
implements many of the 
protocols and conventions established 
in the previous Carmen games. Playing 
the game requires only a cursory look 
at the instructions, since everything 
the user needs 1s displayed on the 
screen through the interface of the 
Chronoskimmer. If the user wants to 
jump through time, click on the ‘Time 
Leap button. Once 1n a new location 
the Search button allows the player to 
interrogate witnesses or check out the 
crime scene for clues. The 
Chronoskimmer screens feature 
numerous attractive visuals, devoted 
mostly to scenic depictions of the 
different locales visited by the 
player/detective. Where in Time Is 
Carmen Sandiego? includes over 1200 
clues, 12 countries, historic 
personalities, objects and events and 
15 new Carmen henchpeople to chase 
through 1,500 years of history. As is 
usual with this series, a reference 
volume, 7he New American Desk 
Encyclopedia, is enclosed 
with the package. 

Might and Magic Book IT: 
Gates to Another World 
(New World Computing) 
echoes the game system of 
its predecessor with 
excellent graphics and a 
variety of possible 
locations and encounters. 
The world of Cron ranges 
wide in physical size, but 
travelers may pass through 
time into past eras as well. Parties can 
include eight individuals (including up 
to six created characters or seven 
hirelings). Characters are rated by 
class, race, alignment and sex. ‘The 
gamer begins play with no forewarning 
of any specific goal to be reached. 
Numerous quests, varying in degree of 
danger, are available. During these 
quests, over 250 types of monsters may 
be encountered, ranging from 
extremely dangerous to helpful. 

Adventurers have an arsenal of role- 
playing-game standards to help them 
along, as well as some new player aids. 
‘The world consists of rivers, forests, 
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castles, dungeons and cities spread 
over 60-plus maps. ‘There are more 
than 200 items, including weapons, 
magic items and other objects, and 
more than 90 spells. ‘The best 
innovation 1s an auto-mapping feature 
that records 
each area as the 
player travels 
through it, 
releasing the 
gamer from this 
onerous chore. 
‘The graphics 
are quite lovely, 
featuring views 
of the world, its 
people and 
creatures in a 3- 
D perspective, 
with menu options 
surrounding the 
oversized window. All the action takes 
place in the caption text, which gives 
the results of encounters. The 
members of the venturing party are 
never illustrated, since the gamer ts 
looking from their point of view. 


FROM THE FLICKS 

One of the most obvious sources for 
sequels is movies, where repeat 
performances command big audiences. 
Any game plugged into a series of hot 
films will likely have its own 
repetitions based on the new movies as 
they appear. 

Kelly Flock, group product manager 
for Mediagenic, commented on his 
company’s decision to release the 
Ghostbusters sequel. He spoke candidly, 
“We wanted to play off the benefit of a 
new movie and roll out another hit. 
Also, it was a chance to do Ghostbusters 
for the IBM PC, something we hadn't 
done yet.” 

Kelly went on to discuss the 
relationship between the game and the 
movie. “We wanted to make the story 
in the game closer to the movie’s 
storyline than in the original 
Ghostbusters. Another goal was to put 
more strategy into the sequel and give 
it the flavor and fire of 

the movie. We wanted 
to make it more of an 
experience.” 
Ghostbusters IT returns 
the team to New York City, 
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Accolade’s The Third Courier 


which is suffering through a mystic 
menace that seems to focus on The 
Museum of Modern Art. Players drive 
the Ectomobile, pick up objects and 
destroy ghosts, using action and special 
effects borrowed from the movie. 

‘These include a 

painting of Vigo 

the Carpathian that 
comes to life and 
samples of slime 

collected from a 

river in the subway 

to be tested in the 
laboratory. 

The full-screen 
graphics are clear 
and colorful, and 
the entertainment 
features several 

mini-games based on 
scenes in the movie. 
In the courtroom scene, the 
ghostbuster must fry the Scoleri 
Brothers with their proton pack to 
avoid conviction. Captured 
Ghostbusters must be rescued from the 
asylum in a Crazy Climber- 
style game. Other 
entertainments also come 
directly from the movie, 
including the exciting climax, 
in which the player must 
steer the Statue of Liberty. 

Rambo ITI (Vaito), sends 
Rambo on a three-stage 
mission to Afghanistan, 
where Col. ‘Trautman 1s prisoner 
in a guarded fort. ‘The game uses a 
slightly angled top-down perspective in 
the first two scenarios. The first phase 
places Rambo inside, where he must 
find and rescue ‘[rautman. ‘The second 
sees Rambo and ‘Irautman racing 
through the enemy car pool toward a 
waiting helicopter, priming a series of 
bombs along the way. Finally, the 
Americans run for the border ina 
hijacked battletank, taking on an entire 
army in the process. 

There are a variety of weapons, 
silencers, infrared goggles and similar 
fighting aids found along the way. ‘The 
first and second scenarios display the 
weapon Rambo ts carrying in a small 
window at the base of the screen. 

The third mission puts the player 
inside the cockpit of the stolen tank, 
with the distance remaining to the 
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border displayed on the left side of the 
screen and the status of the player’s 
battletank and the enemy’s helicopter 
gunship shown in the top left and right 
corners of the cockpit display. 


OTHER WORLDS, REVISITED 

A good gaming idea is worth a 
second look. Whether it’s a character or 
a microcosm, a good idea that was well 
received by the buying audience in 
one game will most likely have at least 
a head start toward another. 

Origin Systems’ classic game of 
adventure and martial arts, the 
beautiful Moebius, has inspired a 
sequel. Windwa/ker continues the 
tradition of full-figured 3-D combat 
combined with role playing. 

In the original game, the player was 
sent on a mission to save the kingdom 
by recovering an orb of harmony. In 
this new adventure, Moebius the 
Windwalker recruits the player to seek 
enlightenment and bring forth justice. 

Enlightenment doesn’t come easy. 
‘The student must travel over land and 
sea and interact with others. 

This involves a lot of 
fighting with various 
assassins, thieves and 

other menacing 
characters. ‘The 
player must 
master martial- 
arts moves, use 
the staff and 

perform a 

beautifully 
illustrated set of 

acrobatic movements, 
including hand springs, cartwheels and 
various leaps and turns. 

During this the display window 
depicts a half-screen view of the 


location, icons of any character there 


and a message area. On the right side 
of the screen are inventory and talk 
icons and measures of the player’s 
current Karma, Enlightenment, Honor, 
Body and Spirit status. ‘The combat 
display gives a screen-wide view of the 
two combatants, realistically rendered. 
At the top 1s the body-status measure, 
and running across the bottom of the 
display are movement and combat- 
maneuver icons. 

All this action 1s laced with a heavy 
dose of role-playing self-awareness, as 
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the player works through a 
thoughtfully prepared story seeking 
honor, enlightenment and karma. The 
three disks (on the IBM) come with 
instructions and a well-written 
booklet by author Greg Malone with 
background and story details. Also 
included is a copy of J Ching: The Book 
of Changes. 

A most unusual pairing of sequel 
games comes from Lucasfilm. /mdiana 
Jones and the Last Crusade is actually 
two games. /he Graphic Adventure is an 
RPG in which gamers play the part of 
Dr. Indiana Jones, college professor, 
who gets sucked into an adventure in 
pre-WWII Europe and a search for the 
Grail in the Middle East. High 
resolution 3-D graphics keep the trip 
interesting, as Indy talks to people, 
fights, avoids SS guards and travels 
over the continent in a blimp. A menu 
of verbs, objects and locations keep 
the plot moving without typing, and 
the way the game proceeds depends 
on the remarks that Indy makes to 
people he confronts. Although the 
adventure follows the movie, it 
contains places, characters and 
subplots that were cut from the film. 

Indiana Jones and the Last 
Crusade—The Action Game is also based 
on the movie, but instead takes an 
arcade approach. Indy searches a 
cavern in Utah for artifacts then 
escapes from a gang of grave robbers in 
a fighting-jumping-running sequence 
along the top of circus-train cars. The 
next level takes him to the catacombs 
beneath Venice, facing fireballs, rats 
and falling stones. Next he scales the 
walls of a castle, dodging lightning 
bolts and falling rocks while using his 
whip to swing from ledge to ledge. 

Both titles feature movie theme 
music, special sound effects and 
outstanding graphics based on movie 
stills. ‘This probably marks a first in the 
gaming field, where both the original 
and its sequel are released 
simultaneously. 

Sierra On-Line has just released the 
sequel to Manhunter: New York, the cult 
classic that casts the player as the 
detective, cooperating with aliens in 
the search for subversive humans. The 
dark and brooding story has now been 
followed by a second adventure. It is 
not necessary to know the first game to 
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play Manhunter 2: San Francisco, but the 
action does take up right where the 
New York adventure ended. The 


Manhunter leaves New York for the 


Mindscape’s Deja Vu I! 
Lost in Las Vegas 


City by the Bay, where he must pursue 
renegades with maps and portable 
computer. 

Like the original game, this three- 
disk product features sophisticated 
graphics, shifting points of view, 
cinematic closeups and arcade 
sequences while the player, as 
Manhunter, goes through changes in 
his relationship with the alien 
conquerors. 

Letsure Suit Larry 3: Passtonate Patti 
in Pursuit of the Pulsating Pectorals 
brings back the 
unlikely hero Larry 
Laffer, recently 
divorced and on the 
prowl. Spicier than the 
first two titles, this one 
also uses a trivia test to prevent 
children from viewing scenes beyond 
their understanding. (The score on the 
test determines how much of the game 
is revealed.) 

Larry 3 introduces a variation on 
the already successful system: It is a 
role-changing game. Players start the 
action as Larry but switch to Patti 
later in the game in this adventure 
that leads through an island paradise 
into the jungle, in Larry’s pursuit of 
pretty girls and Patti’s search for the 
perfect man. The entire game is 
sparked by gorgeous graphics and a 
sound track that would rival many 
movies. 

Mindscape’s Dea Vu, by Icom 
Simulations, pioneered a new form of 
click-and-point adventuring when it 


first came out. ‘The hard- 
boiled story let gamers 
interact with their 
computers easily with 
little or no typing. The 
player is framed for murder 

and must uncover the truth in order to 
save his own skin. Now the sequel is 
ready. Deja Vu IT: Lost in Las Vegas, also 
published by Mindscape, features 
similarly desperate straits. The player 
has been abducted from his home in 
Chicago and taken by two thugs to 
Las Vegas. There are seven days in 
which to come up with $100,000 
ransom, or it’s lights out. 

One of the most famous games of 
the past year was Double Dragon, which 
topped the charts first as a coin-op, 
then a video game and, finally, a home 
computer game. Now Virgin 
Mastertronic has released the sequel to 
that chart burner. Double Dragon II: The 
Revenge involves the further 
adventures of Billy and Jimmy Lee, 
and, again, gamers can battle the 
enemies either competitively or 
cooperatively. he sequel introduces 
new weapons and the hurricane kick, 
as well as some tough opponents. 
Players have to battle through a 
factory, over a mountain and into the 
lair of the Shadow Boss, who has been 
resurrected after his 
demise in the original. 


AND MORE TO COME 

This article doesn’t 
even begin to cover all the sequels 
currently available. However, it should 
give you an idea of just how much fun 
you can have the second time around. 
If you have a favorite title, watch the 
shelves of your local software dealer; 
chances are good you'll see another 
like it before long. 

It seems likely that sequels will 
continue to head the lists of new 
releases for some time, representing a 
significant percentage of 
entertainment software sales as they 
do. Fortunately, they often lead the 
lists for player involvement as well. 
They carry with them the mute 
recommendation of the gamers who 
purchased earlier versions. The roman 
numerals say, in essence, “Hey, look: 
My first version was so well received 
that we decided to do another!” & 
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DRAGON SPIRIT 


(NEC for the TurboGrafx-16) 


Here’s yet another 
continue feature, and it’s 
really a big help. James 
Grant from Maplewood, 
Minnesota, says that to 
restart at the beginning of 
the last level you were on 
simply hit 1 and 2 simul- 
taneously from the title screen. (You'll know it worked if 
you hear a “bing.”) Then hit RUN when the game ends, 
and you're alll set. 

That ought to be a lifesaver for lots of Dragon Spirit 
fans, James. 


We’re being 


ARNOLD PALMER 
TOURNAMENT GOLF 


(Sega for the Genesis) 


honest when we 
say that this egg 
from Matt Hen- 


zel of Saratoga 


Springs, New 
York, is one of 
the strangest we’ve ever gotten—and it 
works! Start a game, swing the club about 
100 times (it does take some time) until the 
game ends, wait about 20 seconds, press U, 
L, D, R, then hit A, and you'll get a demo 
screen from Fantasy Zone! Matt says that if 
the trick doesn’t work you should reenter 


the controller moves again, but it worked 


first time for us. Nice discovery, Matt. 
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Computer Art by Laurie Ferguson 


sk everyone you meet next Friday 
morning what they did the 
previous evening, and it’s a decent bet 
that a lot of them watched Cosby or 
Cheers on television. Mention Batman 
while 
* <. batt nail you're with 
a group of 
friends, and 
several are 
guaranteed 
to have 
seen the 
movie at 
[a least once. 
= —— = = = Want to 
MAPA REEPE k:00 
whether or 
not Hulk Hogan won at this year’s 
Wrestlemania? Families in about nine 
million American homes watched the 
pay-per-view event and have the answer. 

Try a similar opinion poll about the 
last computer game you bought and you 
may have to search hard for someone 
else who has heard of it, much less 
actually played it. It is an inescapable 
fact—and a painful one for someone 
who loves games like | do—that more 
people attended each of the major 
college football bowl games on New 
Year’s Day than bought all but the most 
popular programs. 

A successful computer game in 1990 
will sell 20,000 to 50,000 copies in the 
United States. A successful computer 
game in 1985 sold 20,000 to 50,000 
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copies. That’s not whirlwind progress, 
especially considering that the 1985 disk 
sold for a lower retail price. 

Like every creative artist, | yearn to 
entertain the multitudes. It’s not only 
that golden pot of royalty money, either. 
Ever notice how a stadium packed full of 
screaming rooters makes the home team 
seem to play with more spirit? The 
athletes on the field draw strength from 


their vociferous supporters in the stands. 
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STALKING THE 
MASS MARKET 


by Arnie Katz 


Writer, editor, lecturer and game 
designer Arnie Katz knows the 
field from every perspective. 
Each month his column takes 
readers inside the world of video 
and computer games. This 
month he examines the mass 
market for home computer 
entertainment and the company 
that has courted it most 
successfully. 


There's an exhilaration in strutting your 
stuff in front of a really large audience. 

Writers are the same way. There is an 
ego-inflating 
confidence that 
comes from knowing 
that your book, 
movie, TV show or 
whatever is 
appreciated by 
millions. That exalted 
feeling is strictly 
hearsay in the 
computer-gaming 
field. It’s missing 
when the artist caters 
to a coterie of fans, no 
matter how 
knowledgeable they are. 

Why don’t computer games hit mass- 
market pay dirt? People in the business 


are full of reasons. Of course, if anyone 
really knew the answer, they’d surely 
change the situation. 

Video games are the current 
scapegoat. People don’t buy as many 
computer games, goes the conventional 
wisdom, because they are buying 
cartridges for the Nintendo, Genesis and 
TurboGrafx-16. That sounds like a good 
explanation, until you consider the 
demographics of the two fields. What is 
the possible connection between a 12- 
year-old’s purchase of a video game and 
a 30-year-old’s decision not to buy a 
computer game? 

If video games disappeared tomorrow 
(perish the thought!) computer 
entertainment would certainly 
experience an increase in sales. But the 
gain would come from a widening of the 
market to include some of the 
youngsters who currently do their 
gaming on dedicated cartridge systems, 
not because computer-software 
publishers suddenly were reaching a 
greater portion of the adult audience. 

It’s time to stop blaming video games 
and take a straight look at the problem. 
Video games don’t prevent computer- 
entertainment titles from attaining mass 
popularity. It’s the games themselves 
that keep the hobby small and stagnant. 
And things aren't going to change much 
until publishers cut the alibis and 
address the situation. 

The walls of the 50,000-copy ghetto 
aren't impregnable. There are three 
ways to break through the barrier: 

* Galvanize an unusually high 
percentage of the 
existing audience 
into buying. 

* Hook people 
who own computers 
and like fun, but 
don’t usually buy 
computer games. 

The most striking 
example of 
Capturing an interest 
group that dwarfs 
computer gaming is 
flying. It is obvious 
that the concept of 


flight fascinates a great number of 
Americans. Flight Simulator II (subLogic 
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© PLAY SINGLES, OR DOUBLES WITH 
LENDL OR EVERT AS YOUR PARTNER 

@ PLAY 4 MAJOR TOURNAMENTS TO 
WIN THE GRAND SLAM TITLE 

© TOTAL BALL CONTROL, WITH SPINS 
AND THE “MIRACLE SHOT” 

© GET ADVICE FROM LENDL AND EVERT 
AS YOU PLAY 

@ CREATE YOUR OWN PLAYER PROFILE 

@ 1M+1M ROM MEMORY 


SCORE BIG 
WITH ASMIK 


“Greetings, gamesters. I’m Boomer. 
You'll see me representing all the 
exciting games by a new company 
called Asmik. Asmik, has had popular 
success in Japan, so I’m sure you'll 
be seeing a lot of Asmik’s great games 
for your Nintendo Entertainment 
System? [ll be appearing in my own 
game, too. You can help me battle 
the enemy in a prehistoric adventure 
for Nintendo’s portable GAME BOY.™ 
So when you want action and 
adventure remember Asmik, and 
remember me, Boomer.” 
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for all systems) has sold more than a 
half-million copies while seemingly 
violating every rule of computer-game 
development. It has a huge rule book, a 
dizzying number of controls and no 
competitive juice, but that didn’t keep it 
from selling about ten times as many 
copies as the typical hit. 

The reason is that Flight Simulator I! 
presents an experience a lot of people 
want to have. Or if they have flown an 
aircraft in real life, they want to do it 
more often than the cost of fuel and 
plane rental allow. 

Those who love to soar through 
electronic skies buy programs that allow 
them to do so without reference to the 
rest of the gaming world. Flight 
Simulator I! doesn't violate guidelines 
for good computer games, it completely 
ignores them. Winged Walter Mittys 
eagerly read the thickest manuals and 
memorize the most convoluted control 
systems to gain access to the simulated 
experience of piloting an aircraft. 

The sustained popularity of role- 
playing games (RPG) and adventures is 
an instance of the second route. Millions 
play non-electronic RPGs like Dungeons 
& Dragons, Runequest and Traveler. It is 
not surprising, therefore, that computer 
RPGs can attract a steady 100,000 to 
200,000 customers. 

Most computer gamers have some 
RPG experience, so a good title in this 
category figures to induce a larger-than- 
usual percentage of them to buy such 
products. And if software publishers 
were doing it right, | believe even more 
copies would be sold. 

There’s only one outfit that 
consistently employs the third 
alternative: Cinemaware. There is no 
more envied and misunderstood 
company in all of home 
computing—envied because of sales 
and misunderstood because of the way 
Cinemaware achieves them. 

Rivals should be envious. No 
company even comes close in average 
sales-per-title. So why aren't there more 
Cinemawares exploiting the market? 
Well, that’s where the 
misunderstandings creep in. 

Almost every new publisher sets 
corporate sights on Cinemaware. They 
see those six-digit totals and start 
counting the money they haven't made 
yet. Then they examine Cinemaware’s 
mode of operation. “We'll out- 
Cinemaware Cinemaware,” they exclaim 
bravely, “but first we gotta do some 
product.” So the fledgling company 
orders up a batch of British titles, sells 
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an average of 20,000 units of each (if 
they are lucky) and takes its place next 
to all the other publishers wandering in 
the wilderness. 

Publishing the Cinemaware way is 
more expensive than the prevailing 
method, which is known as “quick and 
dirty.” That’s why most software 
companies choose to cut development 
expenses to the bone and spend the 
bucks on marketing. That is also why 
1989 saw a record number of 
professionally produced, achingly dull 
games. Marketing is a vital component 
of the success formula, but it is not a 
substitute for an arresting theme and 
rivetting content. 

What lessons should the rest of the 
software field learn from Cinemaware? 
Bob Jacob's brainchild is hardly perfect, 
but some of the things it does right 
would really help many other 
publishers. Here’s a prescription for 
connecting with the 
mass market the 
Cinemaware way: 

Join the Cultural 
Mainstream: Don't let 
the technical experts 
dictate game content. 
They are often quite 
talented, but 
sometimes lack broad 
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and did all the other “normal” things. 

|, for one, am glad that today’s 
programmers made the sacrifice, 
because we couldn’t have computer 
games without their skill. But their 
solitary quest for digital knowledge has 
left them most singularly isolated from 
America’s hopes, fears and desires. 

Cinemaware ties every title to popular 
culture. Its game themes always strike a 
chord with the audience because they 
relate to some widely held interest. 
People look to Cinemaware for 
entertainment because the games 
always seem to be about something 
they already like. 

Maximize Audiovisual Effects: 
Uninvolving games don’t get played nor, 
when word of mouth circulates, bought 
after the initial flurry of sales. Board 
games offer the tactic pleasures of 
rattling dice, cards and tokens. 

Computer games can’t appeal to the 
kinesthetic sense, so they must work with 
other senses. That means sight and 
hearing. No one labors longer over art, 
animation, music and sound effects than 
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life experience and the socialization that 
goes with it. They barricaded 
themselves in their rooms and learned 
to crank out code while the rest of us 
watched movies and TV, played baseball 


Cinemaware. Some titles have better 
action than Rocket Ranger, but how many 
feature grander graphics or more 
sensational sound? The illustrations 
create a convincing background that pulls 
the computerist into the game world, and 
the stirring music makes every activity 
seem heroic and important. 

Make the Game Accessible to People: 
No game that requires the user to read a 
novella before booting will be a 
megahit. Cinemaware distills subject 
matter down to essential elements that 
anyone even slightly familiar with the 
subject can grasp in moments, without 
long-winded documentation. /t Came 
From the Desert has goals and problems 
instantly recognizable by anyone who 
has ever seen a 1950s monster movie. 

Stress Play Experience, Not Score: 
Some kids really get off on how big a 
number they can put on the game’s 
vanity board. Adults, in general, have 
little interest in 
setting records, 
possibly because 
their skills make 
this unlikely. 
Whatever the 
reason, most 
gamers gauge the 
success of their 
software 
purchases by how much fun they had 
with the product. 

Quite a few competitors chastise 
Cinemaware’s games for the lack of 
challenge in action sequences. “Anyone 
can play them through after a couple of 
tries,” they scoff, neatly missing the 
whole point. Of course an ordinary 
person can play the sequences 
successfully after a few tries. That’s the 
whole point: The games are not an end 
in themselves. They communicate the 
experience of the game in a direct, 
personal, real-time way. They don’t test 
the ability to twiddle a joystick. There is 
nothing especially hard about any part 
of Defender of the Crown or Lords of the 
Rising Sun, but those who negotiate all 
the subcontests derive a satisfying play 
experience. 

These four tenets are the foundation 
of Cinemaware’s outstanding success. 
Of course, it doesn’t hurt to have a few 
people around the office like John Cutter 
and Bob Jacob to put them into practice. 

The computer-entertainment industry 
stands at a fork in the road. It can allow 
video-game manufacturers to capture 
the entire home electronic-gaming 
business, or it can fight for the mass 
market by offering game formats and 
content that fit in the mainstream. 4 
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The VG&CE Annual Games Survey 


HOE TOO COMPUTER INDIES 


t’s time for all computer and video gamers to stand up and be counted. 
VipEOGAMES & COMPUTER ENTERTAINMENT is sponsoring its first annual poll to take 
the pulse of the electronic gaming community at the dawn of a new decade. 
Ballots will be tabulated and the results presented in a future issue of the 
magazine. All individual replies will be held in strict confidence. 
Please spend a few minutes fo fill out the ballot and send it to vc&cE at: 330 
S. Decatur, Suite 152, Las Vegas, NV 89107. You may send a photocopy. 


Sex: Male Female TurboGrafx-16 
Game Boy 
Age: Under 12 12-16 Lynx 
16-25 26-40 Over 40 Other Video Game 
Amiga 
Family Income: Under $20,000 Apple IIGS 
$20-$39,000 $40-$60,000 Over $60,000 | Atari ST 
| C-64/128 
| actively use a video-game machine: Macintosh 
| Yes No IBM PC 


Other Computer 
| actively play games on a computer: 


Yes No Please rate the following game 
SUBJECTS from 1 (not interesting to me) 
go to coin-op arcades. to 10 (very interesting to me): 
~never sometimes often Science Fiction Martial Arts > 
regularly Fantasy ~—=—s «Mystery —~—S-—« Monsters | 
Westerns Military __—-——s Sports | 
Il spend hours per week playing 
electronic games. Please rate your interest in these types 
under 2 2-5 6-10 of electronic games from 1 (not 
more than 10 interesting to me) to 10 (very 
interesting to me): 
| spend under PER WEEK on computer|Video Games ____ Coin-Ops_ 
and video games. Computer Games ____ 
$2 $2-$5 
$6-$10 over $10 My favorite video games are: 


1. 
Please check ALL hardware you own or| 2. 


plan to buy in the next 12 months. 3. 
| Own ~==PLAN To Buy 

Nintendo NES My favorite computer games are: 

Sega Master 1. 

Atari 7800 A 

Genesis <7 
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T here’s one question that turns 
up on my cluttered desk more 
often than all the other queries com- 
bined. The problem is, it’s also just 
about the toughest one to answer. The 
question usually goes something 
along these lines: 

“| own a [name of video-game sys- 
tem/computer] and my friend owns a 
[name of different video-game sys- 
tem/computer]. My stupid friend 
insists his [video game/computer] is 
better than mine. | say he’s a jerk. 
What do you say? Which is better?” 

The other variation on this is: 

“lam looking to buy a [video-game 
system/computer]. What’s the dope, 
Doc? I’m not made of money, and | 
don’t want to get burned so I’m turn- 
ing to you. What do | buy?” 

| have empirical evidence that there 
is no “better” computer or video 
game. Every month, | receive dozens 
of letters from people who think the 
NES blows away the SMS as a game 
system, while another group of letter 
writers seriously wonders why an 
“obviously superior” video-game con- 
sole like the SMS hasn't wiped the 
NES off the map. Then there are the 
Atari ST boosters (hell hath no fury 
like these folks, believe me!), the 
Amiga partisans, Apple worshippers, 
C-64 mavens, Mac devotees and 
groups representing every imaginable 
computer and video-game constituen- 
cy (this very column has an extremely 
intelligent letter praising the virtues of 
the Tandy Color Computer 3, for 
example). 

Asking which is the best computer 
or video-game system is a lot like writ- 
ing to Guitar Player magazine and ask- 
ing what the best electric guitar or 
amplifier is. The answer there would 
be: It depends what you’re looking for. 

That’s the answer here, too. 

Nonetheless, we get so many ques- 
tions along these lines that I’m going 
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Answers From 


the PC 


Practitioner! 
by 
The Game Doctor 


to run a couple of them this time out 
and see if we can't get a little more 
specific. First off, a couple of computer 
consumer queries. 


question 


My parents were thinking about 
buying a computer. After looking 
through vG&ce | thought the Amiga 
looked good, but then | had a friend 
tell me that it wasn’t that good, and | 
shouldn't get it. In your opinion, what 
is the best computer to buy today? 


—Tim Chadez 
Homedale, Idaho 


amsmer 


Okay, Tim, l’'ve danced around this 
question long enough. | presume if 
you're reading VG&CE, you are a game 
enthusiast. That leaves only two real 
choices: Amiga or IBM PC. Here are 
the pluses and minuses, in the Doc’s 
book, on both computers: 

Amiga pluses: state-of-the-art, 
Super sound and graphics; uses stan- 
dard Atari-style joystick; lots of game 
software. With a big Commodore 


advertising push this past Christmas, 
the Amiga may finally be ready to 
takes its place as a major player. It is 
also very reasonably priced. 

Amiga minuses: the Amiga desktop 
and operating systems are somewhat 
Opaque; the operations are not as 
streamlined and user-friendly as the 
Macintosh or Atari ST (though far eas- 
ier to use than a typical IBM PC 
machine). Also, while it may become a 
serious contender in the U.S. comput- 
er sweepstakes, the Amiga has not yet 
reached that status. We’re keeping our 
fingers crossed. 

IBM PC Pluses: Easy. Virtually every 
piece of software published in this 
country is made available in an IBM 
PC format. If only one version of a 
new game is produced, it is almost 
certain to be IBM PC. Also, these com- 
puters can be made into acceptable 
game-playing machines if the user 
adds an EGA or VGA monitor, a sound 
board and a joystick card. 

The IBM PC is a dependable com- 
puter that can be easily repaired 
if/when it malfunctions. In short: Parts 
are cheap and software is plentiful. 

IBM PC Minuses: The IBM PC sys- 
tem is a nightmare. The Doc has spo- 
ken with experienced programmers 
who have thrown up their hands in 
frustration after a few hours exposed 
to these puppies. Documentation is 
shockingly poor, especially when one 
considers how much of it there is. IBM 
PC machines invariably include tons of 
documentation, the very sight of 
which makes most users weak in the 
knees. As Chris Crawford noted in a 
recent issue of his newsletter, when he 
purchased a mouse controller for his 
new IBM PC computer, it came with 
two large volumes of documentation! 

Also, while you can improve sound 
and graphics to acceptable levels, 
those peripherals must be purchased 
separately. On the other hand, IBM PC 


VG&CE « APRIL 1990 


Key Ingredients for a 
World Class Golf | 


_ Experience... 


e Superior EGA Graphics 
¢ RealSound, Digitized Sound Technology 


@ So close to the actual experience you'll 
forget it’s a game 


“Simply Amazing 
—Compute 


AWARD WIVINER 
CONSUMER 
ELECTRONICS SHOW 
INNOVATIONS ‘89 
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; OP nae et OLAS ay, 


> ee 
» PY A tl see a mY 


: Also Available: 
Famous Courses of the World 


Volumes I, I, and III for $19.95. ACTUAL IBM EGA 


SCREEN 


ACCESS 


TWARE INCORPORA TED 
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add-ons are generally quite inexpen- 
sive (with the exception of sound 
boards, which can be steep in price). 

Despite the so-called compatibility 
that exists within the IBM PC universe, 
these systems are often very different. 
But games must be produced for a 
single standard. Therefore, if your 
computer runs at less than 12 MHz, it 
will probably run too slowly, while if it 
runs at a higher speed, the action is 
likely to be too fast. 

Another result of this non-compati- 
bility within the IBM PC universe is 
that very few games are playable out 
of the box. Most require elaborate 
installation procedures and blank, for- 
matted disks onto which the original 
programs must be loaded. This adds 
an invisible cost onto these software 
purchases since the user must provide 
an equal number of blank disks for 
every game disk they buy (and many 
IBM PC games consist of five or more 
5 1/4° disks). 

Finally, the type of game IBM PC 
computers have the most trouble with 
are action and arcade-style contests. If 
such games are among your favorites, 
this may not be the system for you. 

Obviously, | feel the IBM PC com- 


Turn your old Cartridges into CASH! 


Your Cartridges are worth more with us! 


Wanted 


Nintendo Cartridges 


Send your used cartridges and receive 


up to $25.00 per Game 


We will pay more for your Nintendo Cartridges than any other firm. Call for a 
price quote or send your cartridges with or without boxes/instructions. Enclose a 
copy of any catalog or ad if you can find any better prices. We will subtract $2.00 
for each missing box, $1.00 for missing instructions and $3.00 for any cartridge we 


puters have many drawbacks as enter- 
tainment machines. On the other 
hand, if you purchase a large number 
of games, you may find the wider 
selection preferable. 
If | were buying a 
computer now, 
however, I'd proba- 
bly go with an 
Amiga. 

Now, lest the ST 
commandos put a 
bounty on my head, 
let me add that the 
Atari ST is a great 
game-playing com- 


have to return to you. We reserve the right to refuse any order or purchase. 


Nintendo is a registered trademark of Nintendo of America, Inc. Sega is a registered 
trademark of Sega Enterprises, Inc. Prices are subject to change without notice. 


Write for our FREE Catalog 


Sega Genesis / Nintendo Game Boy 
We also Buy and Sell New and Used Cartridges for the Sega Genesis and 
Nintendo Game Boy. We buy Genesis Cartridges for $20.00 - 25.00 (except 
Altered Beast) and Game Boy Cartridges for $10.00 (Except Tetris). 


Sega Genesis w/Altered Beast $179.95 


$54.95 
$44.95 


Basketball $44.95 
Forgotten Worlds $49.95 
Ghouls 'N Ghosts $49.95 
Golden Axe $54.95 
Golf $49.95 
Last Battle $44.95 
Mystic Defender $49.95 


Phantasy Star II 
Rambo III 
Revenge 

of Shinobi 
Soccer 
Space Harrier || 
Super Hang On 


$54.95 
$39.95 
$44.95 
$44.95 


Call (209) 438-4263 


BRE Software Dept. vG 
352 W. Bedford Ave, Suite 104 
Fresno, CA 93711 


FAX (209) 432-2599 


ES 
VISA 
AAAI 


Super 
Thunderblade 

Thunder Force Il $44.95 

Tommy Lasorda 
Baseball 

Truxton 

Zoom 


Call for latest titles. Software 
add $4.00 S/H, Hardware add 
$7.00 S/H. Calif. Residents 


Sigak add 6.75% tax. Discover Card 
amieeeey | also accepted. No COD’s. 


puter, but the 
majority of software 
published for it is 
European. Many of 
the best games 
from the top Ameri- 
can publishers are 
not available in ST 
format. Moreover, 
the Doc does not 
believe it is possible 
that the ST will be a 
viable computer a 
year from now, 
whereas the Amiga 


$44.95 


$54.95 
$49.95 
$39.95 


CIRCLE #143 ON READER SERVICE CARD. 


104 


looks like it will. 
Now here's the second choice: 


q U 4 gt i 

| have been having trouble explain- 
ing to my mom how much better the 
C-64 is than an Apple Ilc or Ile. So | 
need your help. Which is better? 
Which is cheaper? Please prove me 
right or wrong. 


—Tony Verslings 
Lynn Center, Illinois 


Last time | looked, the C-64 was 
cheaper than either of the Apple sys- 
tems you mention. Also, in the race 
toward oblivion, the C-64 seems to be 
holding out much better than the 
Apple Ils. While several new C-64 
games turn up in my office every 
month, Apple Ilc and lle games have 
all but disappeared. | wouldn’t expect 
either computer to have much 
longevity in the current marketplace, 
but if it’s one or the other, I’m with 
you, Tony. 


VG&CE « APRIL 1990 


Pd “ 
. . 
Ap = 


- — 


ACTUAL 
256 COLOR 
> VGASCREENS 


A powerful crime \= 
syndicate has taken ne aN 
over large areas ofour {= == ; 
major cities turning them nn en 
into vast criminal wastelands. 3 
Arson, extortion, drug distribution, a 

murder and now...terrorist abduction! You 
have just learned that they have taken the U.S. President’s 
daughter and are holding her and our country hostage. 


YOU’VE HAD A GUT-FULL! ... YOUR PURPOSE: To wipe out this 
criminal organization and rescue the president's daughter. Even 
with the most sophisticated Assault Technology available, it won't 


be easy. You are the only one that can save the country from this ae 
Sinister infestation... — 


[See 
Bring arcade action home like never before! anna OFTWARE INCORPORATED 
™ 
Crime Wave, with Real Sound and 256 color digitized VGA 545 WEST 500 SOUTH, BOUNTIFUL, UTAH 84010 
graphics, puts you on the streets for real! 3 (801) 298-9077 1-800-824-2549 
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We've also gotten tons and tons of 
Qs demanding that we choose 
between the Genesis and TurboGrafx- 
16 as the top 16-bit video-game sys- 
tem. This is a very difficult point in 
time to make that kind of decision. 
During the early months of the NES 
vs. SMS war, it was difficult to pick a 
winner. Neither company had really 
settled into an identifiable groove nor 
established the type of software 
library it would have available. If you 
look at the early game catalogs for the 
two systems, they were almost indis- 
tinguishable. 

The Doc has heard from readers 
who own both systems, like L.A. radio 
personality and longtime game-fan 
William Simpson. Here’s his diagnosis 
(taken from a much longer letter | wish 
| had room to reprint in full): 

“As for the new systems, | have 
invested in both the NEC TurboGrafx- 
16 and the Sega Genesis. First of all, 
the gamer feels cheated from the start: 
Both systems are packed with only 
one controller. Add to that the fact that 
the Genesis includes a two-player 
cooperative game (Altered Beast) with 
the system, and one feels a bit had. 
The NEC strategy, however, is even 
worse. Not only is the TurboGrafx 
packaged with one controller, but the 
console itself has only one controller 
port. In order for a second player to 
join the fun, an adapter must be pur- 
chased (that allows plug-in of up to 
five controllers) in addition to the sec- 
ond pad. Now that’s cruel! 

“Based on what | have played thus 
far, the Genesis wins hands down. 
(The TurboGrafx is not a true 16-bit 
system after all, boasting only a 16-bit 
graphics chip.) The graphics and 
sound on this new Sega 16-bit wonder 
are truly, pardon the cliché, arcade- 
quality. Play Ghouls ‘n’ Ghosts and 
you'll see what | mean (although that 
doggone flicker is still evident). The 
NEC games are just okay. Whose idea 
was it to package the decidedly 
mediocre Keith Courage in Alpha 
Zones with the TurboGrafx? What a 
first impression! In fact, | would be so 
bold as to rate many SMS games 
above what I’ve seen for the TG-16 in 
graphics, sound (especially) and exe- 
cution. Considering the NEC system is 
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our version of Japan’s wildly success- 
ful PC Engine, I’ve yet to be 
impressed.” 

There you have one reader's opin- 
ion. As the letters continue to pour in, 
I'll let you know which system is num- 
ber one in the collective opinion of the 
Q&A readership. Now, on to a “regu- 
lar” question! 


question 


Why isn’t the Color Computer 3 by 
Radio Shack ever mentioned in 
[vG&ce]? A few may have had CoCos in 
the past and sold them because of lack 
of software, but all that is history. The 
CoCo3 has features like other comput- 
ers [including]: multitasking under its 
OS-9 Level 2 Operating System; the 
graphics of an Atari ST; the price tag 
of a C-64; the ability to use hard drives 
and big floppies; and multi-user and 
terminal capabilities of UNIX. Unlike 
other 8-bit computers, the CoCo3 can 


directly access memory up to 512K 
and can handle 16-bit calculations, 
thanks to its 16-bit registers in the CPU 
(the Motorola 68BO9E). 


—Darrell Jones 
Pineville, Louisiana 


Darrell also suggests interested 
parties pick up a copy of The Rainbow 
magazine in order to further behold 
the wonders of the CoCo3. As to why 
the computer is never mentioned: the 
Doc contacted vG&cE’s top computer- 
game reviewers and they all report 
never having received any CoCo3 soft- 
ware for review. Remember, this isn't 
a hardware magazine; it’s about game 
software, and in terms of entertain- 
ment software, the CoCo line is pretty 
much out of the mainstream. Great 
letter, though. 2 


NEWS, NOTES & QUICKIES: 


Continued from previous page 


e Casey Williams of Washington, West Virginia, has a technical correc- 
tion for us: “You stated that the Amiga has 640 x 200 resolution. Actual- 
ly, the Amiga can choose from 320 x 200, 320 x 400, 640 x 200 and 640 x 
400 resolution, plus various overscan resolutions (same four-pixel sizes, 


but more available to the top and bottom). The Amiga has a total palette 
of 4,096 colors, not 496. Only HAM (hold-and-modify) mode allows all [of 
them to be displayed] at once, and it is somewhat difficult to program. 


Because many Amiga games, especially the ones from Britain, originate 
on the Atari ST, they are [generally] ported over to the Amiga in 320 x 
200, 16-color mode. With VGA becoming so popular on the IBM, more 
games are being done in 64 colors (halfbrite) and HAM modes; 64 colors 
are the most allowed outside of HAM mode. Due to interlace flicker (an 


annoying idiosyncrasy of the Amiga), no games (that I’m familiar with) 
have been done in 320 x 400 or 640 x 400 modes. Wait until 1.4! " Thanks 
a lot, Casey. I'll try to put together that article you ask for on the subject 
of “How to Become a Game Author,” but don’t worry about the compa- 
nies you send demos to not having Amigas. They do. 


Finally, some reminders for folks writing to Game Doctor. Use a pen 


(the Doc’s eyes can’t read pencil anymore); include your name and 


address on the letter itself (not just the envelope); and remember, we 


don’t answer specific strategy questions, just game-oriented queries. 

That about finishes us up for this month. Next issue | hope to have 
both that Vectrex source as well as the extended look at the early stand- 
alone programmable systems promised last time. Remember the Adven- 
ture Vision? MicroVision? The Blockbuster? We’ll talk about all of them 
next time in response to a great question from Kevin Amedy of Worcester, 
Massachusetts, that’s taken me an extra month to nail down. Till then, 
keep questioning! And remember to send the ones you can’t answer to: 
The Game Doctor, 330 S. Decatur, Suite 152, Las Vegas, NV 89107. 
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It's the year 2033. Your name is Tex Murphy, 
private investigator in San Francisco. You’ve 

been hired by the beautiful daughter of a 
university professor to uncover the facts 
about her father’s death. 


Mean Streets has 
set a new standard 
for interactive adventure 
games! 
—R. A. Frisk 
Sugarland, Texas 


As you begin your investigation, you 
uncover the deaths of several prominent 
members of the scientific community. 
Are these deaths coincidental, or is 
Beautifull A new something more sinister going on? 


Step ahead in You will interact with more than 27 


pelea eee characters which animate and 
UE & Plainick respond to questions, bribes and 
Bluefield, WV threats. 
f some characters actually talk. 
7 | | This spectacular effect is 
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achieved by synchronizing 
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amajor technical You'll crack high-tech 
breakthrough for the security systems. 
|.B.M. ; You'll rummage 
—Electronic Gamer through offices 
warehouses, and 
Mean Streets is a factories as you 
dazzling product! A search for vital clues. 
showpiece game for VGA Re Pe 
MaACRIAGS You'll risk your life in 


—VideoGamesand ‘ Q 7m ee cao action-packed 
Computer Entertainer Ss | : ores shootouts. 


Mean Streets features 
Real Soupd ™, our own 
proprietary technology that 
allows MS-DOS computers to 
play high quality digitized sound 
effects, music and speech 


Mean Streets Real Sound’s 

quality of music, voice & special 

effects beats anything I’ve heard from 
my “Ad Lib”... hands down! 

—H. Nichols 

CPAA 


WITHOUT HARDWARE. 
Animating digitized images and 
synchronizing them with dit ACTUAL 
voice and sound simu- SS 
lation for IBM PC. make 256 COLOR 
Mean Streets more VGA SCREENS 


realistic than anything 
you may already have 
experienced. To call 
Mean Streets just 
another computer game 
is an understatement! 
—-Game Player's Strategy 


545 WEST 500 SOUTH, BOUNTIFUL, UTAH 84010 
(801) 298-9077 1-800-824-2549 


n this age of huge 
design and 
programming teams, 
with specialists to 
handle everything from code 


. : = : Sees 
crunching to musical scoring, enna 


Donald A. Hill Jr. seems like 
something of a throwback. 

Hill has designed, programmed, 
packaged and marketed three successful 
simulator programs for the Apple 
Macintosh. His only support in this 
solitary venture was his dad, whose 
background in the printing business 
served as a valuable adjunct in the 
single-handed selling of a modern 
computer game. 

The Hills got started in the software 
publishing business in 1984. Donald Jr. 
had taken a course in BASIC in high 
school. When he turned 21, he bought 
an Apple II and learned assembly 
language then used this knowledge to 
produce the original version of Fokker 
Triplane. “We shopped Fokker around,” 
he explained, “but we eventually 
decided to self-publish. It was a big 
decision. My father 1s in the printing 
business, though, so we had the 
packaging tools at hand. My dad really 
supported me in this.” 

The company they formed, Bullseye, 
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is a fully self-sufficient operation run out 
of the Hill homes in Incline Village, a 
small northern Nevada city near Reno. 
Donald Jr. does all the programming, 
while the senior Hill handles the 
business details, having given up his 
printing duties (while maintaining access 
to the all-important equipment) to work 
full time on Bullseye-related projects. 
Bullseye still takes extensive 
advantage of the senior Hill’s access to 
printing facilities, turning out excellent 
support documentation and quality 
packaging for the line. Product support 
includes Bu//seye Gazerte, a bi-annual, 
tabloid-format newsletter. ‘he most 
recent issue features a cover story (with 
screen dumps) on a new version of 
Fokker Triplane, historical perspective (a 
short article on the famed ‘luskegee 
Airmen), news (P5/ Mustang 1s now 
featured in an exhibit at the 
Smithsonian), strategy/game play (“25 
Things to Accomplish With P5/ Mustang 


Flight Simulator’) and even a piece 
by Hill Jr. on the subject of frame 
rates (the frequency with which 
the screen graphics are updated). 

‘The individual stamp of 
Donald A. Hill Jr. appears on every 
element of the Bullseye package, 
as might be expected. He was 
drawn to the subject of simulators 
because of his fascination with airplanes 
and subLogic’s groundbreaking F/ight 
Simulator IT. “1 thought that [program] 
was really interesting. I'd already written 
a card-counting program for blackjack, 
but I’d always wanted to do a simulator. 
For me, the thing to do was to simulate 
the real thing.” 

His first attempt, the original Fokker 
Triplane Flight Simulator, wasn’t even 
programmed on a Macintosh. “I worked 
on a 68K Sage II Micro computer.” 
When the Mac came out, with the same 
chip and mother board, he changed 
computers and has been faithful to the 
Mac ever since. 

“The original Fokser,” Hill writes in 
the instruction booklet that accompanies 
the new version, “was ‘chunky’ in its 
control; the other aircraft looked more 
like a hang glider than a Sopwith or 
‘Triplane, and the sound was simplistic. 
And yet, the original Fokker Triplane was 
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SCENE I: AN ATTEMPT TO RE-CREATE THE P51 MUSTANG FLIGHT 
SIMULATOR COVER PAINTING. THE PILOT BAILING OUT OF THE ME 
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very popular and successful. I was proud 
of it when I wrote it, and I’m glad I am 
able to rerelease it now.” 

Every designer in the simulator field 
faces a major dichotomy: realism vs. 
game play. Do they reproduce every 
nuance of actual flight or concentrate on 
simulating the experience of flight? 
“Realism is extremely important,” 
Hill believes, “but this is an artistic 
choice, and you’ve got to strike some 
kind of balance. In the case of 
Fokker, Vd say it’s a close call on the 
fun side; with P5/ Mustang, it’s 
probably a close call on the realism 
side.” 

According to his design notes on 
Fokker Version 2.0, Hill “chose to 
keep hokker Triplane |simpler] than 
P51 Mustang...Flight simulators are 
becoming more and more 
sophisticated with longer and longer 
manuals. | have no complaints about 
complicated flight simulators, but I 
thought it would be nice to make a ‘seat 
of the pants’ simulation available. In 
this simulation, fun is a little more 
important than realism. There is still a 
lot of realism, but on close calls, I 
wanted this program to be easy to Just 
get in...and go.” 

‘The new version of Fokker features 
several improvements on the original 
game, including superior graphics, 
digitized sound, control over enemy 
aircraft (the user determines how heavy 
the resistance will be on each mission) 
and bombing. 

After Fokker, Hill decided to try 
something different. That something 
turned out to be Ferrari Grand Prix, a 
Formula One racing simulation. “I had 
finished Fokker,” he explained, “and I 
wanted to do P5/ Mustang, but I wasn’t 
ready. I’d always liked Formula One 
racing, however.” 

Ferrari was enthusiastically received 
by Mac users and game critics. Arnie 
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dozen hottest Mac games of 
1987 in MACazine while 
Steven Levy dubbed it 
“Simulation Game of the Year, 
1987” in the “Game Hall of 
Fame Annex’ in Macworld. 
Employing a perspective that 
would later appear in 
Distinctive Software’s 7es¢ 
Drive games, Ferrari literally 
puts the user in the driver’s seat 
with the wheel and car 
controls clearly visible in the 
lower foreground of the screen. 
“On-screen, the wheel sustains 
the illusion [that you are in the driver’s 
seat],” Hill observed. 

In Ferrari Grand Prix, users race 
against a pair of computer-guided 
Formula One racers on one of the pre- 
designed courses included with the disk 
or, using the “toolkit,” create their own. 


Gther flirceoeet 


View & Settings 


SCENE 2: THE PILOT OF THE P51 MUSTANG BAILS OUT OVER THE 
EIFFEL TOWER TO PRACTICE SKYDIVING, TRYING TO COME AS CLOSE 
TO THE TOWER AS POSSIBLE. 


Users can also construct their own 
background, using MacPaint, or simply 
accept the mountainous horizon graphics 
included with the program. In addition 
to the three difficulty settings, it is also 
possible to handicap the computer 
drivers 1n any of several ways, from 
removing their top gears to making them 
“good drivers,” which forces 
them to slow down on curves. 

With Ferrari safely in the 
garage, Hill turned to his most 
daunting challenge yet, P5/ 
Mustang Fheht Simulator. Vhis 
was the circa World War II air- 
combat contest he had wanted 
to start on earlier, but simply 
was not ready to tackle. Now he 
was ready, and the result is a 
worthy recreation of the ace 
combat aircraft of the *40s. 

One of the technical issues 
Hill feels most strongly about is 
the question of frame rate, or 


Pilot Stats 


fat Locdtians 


the speed at which the screen 1s 
refreshed. In the most recent issue of 
Bullseye Gazette, he wrote the following 
on the subject: 

“When you see jerky motion ina 
program it’s because the screen isn’t 
being updated very frequently. This not 
only looks bad, but it makes flying, or 
whatever, more difficult. 

“The frame rate is determined by the 
amount of work necessary to prepare the 
screen. In a program like P5/ Mustang, 
the entire screen must be drawn every 
time. If you think about it, it’s pretty 
amazing. The program must erase the 
screen, rotate all the points of objects 
about the viewer’s perspective, then 
draw the horizon, sky and grid and all 
visible objects, including runways and 
the enemy aircraft. Every dot drawn is 
an access to memory. 

“Many people tell me they would 
like greater detail in the ‘world.’ And I 
agree...[t would be easy to have 100 
marines doing jumping jacks on the 
tarmac, but at what cost? The frame 
rate would suffer dramatically. So 
there 1s a choice to be made 
between out-the-window detail and 
frame rates. It’s a relationship. More 
detail, slower performance. 

“Ifa program is performing at 
two frames per second, it’s also only 
listening to your commands twice 
per second. ‘That’s not a very fine 
resolution. ‘lake landing, for 
instance; when you get close to the 
runway, things happen pretty fast. 
You're way ahead if you can make 
fine adjustments four times a 
second instead of twice. 

“In my programs I shoot for nothing 
slower than four frames per second. 
(Most of the time the performance is 
much better, something close to ten 
frames per second when there [aren’t] 
many objects visible.) So I continue to 
add things in descending importance 
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SCENE 3: PRETTY CLOSE... THE PARACHUTIST ABOUT TO TOUCH 
DOWN AT THE BASE OF THE EIFFEL TOWER. 
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| what it would do to the frame 

| rate, I chose not to. I think 

| it’s very possible I'll add that 

feature on a future project." 
Speaking of the future, we 

| wondered if Donald Jr. had 

_ any plans to get in on the 

| ground floor of the 

| forthcoming CD technology. 

| “Not right now, no,” he 

| “(C.) is erent for 

| [reproducing many] intricate, 


explained. 


FOKKER TRIPLANE: LINING UP THE FOKKER TRIPLANE BEHIND A 
SOPWITH CAMEL IN THIS DOGFIGHT AFTER SUCCESSFULLY BOMBING 


AN OIL TANK 


file Edit Game Opponents Famous Drivers 
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FERRARI GRAND PRIX: JUST OUT OF THE STARTING GATE 
BEHIND THE COMPETITION IN THIS FORMULA ONE FAST 


SIMULATION. 


until the speed approaches intolerable. 
Of course, it’s a judgement call. Other 
programs seem to have a different 
tolerance of speed. 

“Of course, with faster computers it 
should be possible to increase detail at 
the same frame rate as a slower 
computer. But there’s a catch. With 
faster computers people 
usually want things like 
bigger screens and color. 
‘This of course means 
more memory, which 
slows things down. 

“In my opinion, 
playability is directly 
related to the frame 
1 

P51 Mustang offers 
such features as instant 
replay of the final 
minutes of any flight, 13 
camera angles, practice 
takeoffs and landings, 
ground strafing, 
landmarks, like the 
Eiffel ‘Tower, and an option whereby 
two Mac users can connect their 
computers with a null cable and engage 
in dogfights. ‘There is no modem play, 
however. “I considered a modem 
feature,” Hill admitted, 
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but static, drawings. But it’s 
difficult to get every 
perspective just right,” he 
added, referring to the 
multitude of visuals that 
would be necessary to capture 
every possible point-of-view 
in a aircraft or automobile 
simulation. Moving the plane 
or car just a touch to the left 
or right would require an 
additional series of graphics, 
and so on. “But even with 
those limitations, this [CD] 
technology is very exciting.” 

Like most designers, Don 
is also a serious game player. 
“T like games like S¢rategic 
Conquest. | take a look at the 
other flight simulators, but 
I’m hypercritical; when I think they’ve 
done something improperly, I just can’t 
play it.” 

Being a perfectionist also has 
something to do with Donald Jr.’s 
solitaire status in a world of sprawling 
design teams. “It’s a lot of work,” he 
admitted, “but I like programming. I’ve 
considered 
bringing in 
someone else, 
but it would 
take so much 
time to teach 
them...” His 
voice trailed 
off, his mind 
clearly 
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ACTION 


absorbed by 
more creative 
concerns, like 
improving the 
frame rate. 
His games 
take about a 
year each to 
produce, but that pace seems to suit the 
Hills. “When someone buys a piece of 
our software, it’s like [we're] 
establishing a relationship with that 
customer. Those customers they've 
established relationships with include 


DONALD A. HILL JR. 
GAMEOGRAPHY 


FOKKER TRIPLANE FLIGHT 
SIMULATOR ( VERSION 2. 0) 

RERELEASE OF CLASSIC 1984 p PRO- 
GRAM. OWNERS OF THE ORIGINAL 
CAN TRADE UP FOR $15 AND ORIGI- 
NAL DISK. SUPPORTS MAC Plus, SE, 
SE/30, Mac IIs BRW): hae 00 


FERRARI GRAND PRIX. 

FORMULA ONE RACING SIMULA- 
TION PITS THE PLAYER AGAINST A PAIR 
OF COMPUTER-GUIDED- CARS. 
INCLUDES COURSE-CONSTRUCTION 
FEATURE. UPDATE AVAILABLE FOR 
SE/30 AND MaAc II SERIES. SEND 
ORIGINAL DISK AND $10. SUPPORTS 
Mac 512 ENHANCED (400K Disk 
FOR OLDER 512K SYSTEMS), MAC 
Pius, SE, SE/30, MAc IIs (B&W). 
$59.95 


P51 MUSTANG FLIGHT SIM- 
ULATOR 

BULLSEYE’S TOP WWII FLIGHT 
SIMULATOR. UPDATE AVAILABLE FOR 
SE/30 AND Mac IIs. SEND ORIGINAL 
DISK AND $10. SUPPORTS MAC 
Pius, SE, SE/30, Mac IIs (B&W). 
$59.95 


FOR MORE INFORMATION, CON- 
TACT: BULLSEYE SOFTWARE, P.O. Box 
7900, INCLINE VILLAGE, NV 
89450; (702) 265-2298. 


professional pilots. “With Musang, we 
had people who owned Mustangs take a 
look at it. But sometimes people of that 
generation just don’t understand 
computers, and it’s hard to get past that. 
‘They had lots of insights, but it was 
hard for them to relate to the computer. 
Another guy, a real Mac fanatic, wanted 
to do all these real-world maneuvers.” 
He was very successful, by the way. 
“We've had several pilots write [to us],” 
he added. 

“The object,” he explained at one 
point, expertly summing up his entire 
process, “1s to create the illusion that 
suits what you imagine.” 
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Each issue is loaded with: 
@ Sneak Peeks and Previews on the latest games! 


@ Hints and Tips to help you win! 
@ All the hottest information on the TurboGrafx-16 system. 


P.O. BOX 16928, N. HOLLYWOOD, CA 91615 


[|_| Sign me up for 6 issues of TURBOPLAY at the special charter subscription rate of only $9.95! 
|_| Payment Enclosed — Charge My L] VISA |] MC 
NAME 4 
ADDRESS oni 
CITY/STATE/ZIP SIGNATURE 


, FOREIGN—Add $10 ear. 
Your first issue will arrive in 6 to 8 weeks. eel all 


NEC and TurooGrafx-16 are registered trademarks of NEC Home Electronics (U.S.A.) Inc. | MAKE CHECKS PAYABLE TO LFP, INC. OFFER EXPIRES JUNE 30, 1990 CKQAW 


SUPREMACY 
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Crisis in the Far East 


In the dimly lit Situation Room, Charles 
stands alone. Intelligence reports confirm 
_ the worst. The Chinese army has captured 
the Soviet port of Vladivostok. Moscow 
wants help now! 

Charles glances at the map, his heart 
pounding. If he sends troops, will the 
Chinese pull back...or escalate to a 
nuclear strike? 

Live on the edge like Charles. Play 
Supremacy* — the world conquest board 
game fought in the nuclear age. 


FREE COLOR CATALOG OF GAMES 
Call Toll Free 1-800-333-0589 
24 hours / 7 days 


At better game stores worldwide. 
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EXPERIENCE THE REALM OF FANTASY 


THIS GAME 
1S LICENCED BY NINTENDO « 
FOR PLAY ON THE 


ENTERTAINMENT 
SYSTEM: 


Ina realm that might have a A \ ap) : 
been, inatime that could | /V<<\N@ 

| Rs Vic TOKALIN 
have been long agesor ust | ), 2004 Lockness Ave., Torrance, 
tomorrow, a good king lies | 
dying. The enemies of the 2 | 4 tee OCR a 
north are massing for an _ UN eng \ 
attack on his HS {LS Vs, CTO amy iff 


wy 3 


Z “4 - 


The good:king:s AOC Of Pies Been: SIFY Vij, j 
» séarching topmaarc ElIG OUL Ci desperation” 
pullsaroekiny rebel from theverghties back 
it tines Kid KOol is Senton aquest to Help 
IWHIEVE the SEV Wehe Gl herbs tie Cll j 
Lepae te SEE the hie. : ; 4 (| Send More Information 
CIRCLE #148 ON READER SERVICE CARD. 


|} Enter My Name in the Sweepstakes 


i] 


rr 
ni 
HELLY 
ni 
BF 


i 
Hi 
iy 

L 


y 
¥ 


<== 


oo 
J 


0.05 (98 Oe RGSS ae 
ee 4 


Rocket into the striking realism and spectacular visuals of SPACE ROGUE, the phenomenal 3D space flight 
simulation. You'll discover authentic flight dynamics, precision navigational aids and sophisticated weapons 
technology as you maneuver through turbulent ion storms and confront alien foes. You'll visit space stations 
and mining outposts — swapping tales with pirates, drinks with friends and goods with merchants. It’s the 
seamless integration of space flight and role playing that makes SPACE ROGUE the first ORIGIN 
Cinematic Experience™. 
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/ We create worlds” 
IBM/COMPATIBLE VERSION IBM/COMPATIBLE VERSION APPLE VERSION 


Available for: IBM/Tandy/compatibles, C-64/128, Apple II series, coming soon for, Amiga and Macintosh: actual screens may vary. 


Can't find SPACE ROGUE at your local retailer? Call 1-800-999-4939 (8am to 5pm EST) for Visa/MC orders; or mail check or money order (U.S.$) to ORIGIN. 
All versions $49.95; shipping is FREE via UPS. Allow 1-2 weeks for delivery. ORIGIN, P.O. Box 161750, Austin, Texas 78716. 


CIRCLE #147 ON READER SERVICE CARD. 


The Colony 


MINDSCAPE 
Versions: Amiga ($49.95), IBM PC 
($49.95), Macintosh ($49.95) 


Delta 5-5 was estab- 
wm lished as a scientific 
:¥ research colony concen- 
Playability EY trating on the emerging 
Overall :¥ science of teleportation. 
These brave individuals, keenly aware 
of the dangers of being on the cutting 
edge of science, little minded the 
remote location of their new home. The 
scientists experienced success with the 
teleportation of objects and, after some 
initial consternation, people as well. 

In the midst of their celebration over 
the apparent breakthrough, anomalies 
began to surface. Portions of the physi- 
cal structure of the colony were warp- 
ing inexplicably. Sometimes one might 
enter a room only to find no apparent 
exit. Worse yet, dangerous creatures, 
perhaps from another dimension affect- 
ed by the teleportation experiments, 
appeared and threatened the continued 
existence of the colony. Despite the 
valiant efforts of the colonists, it soon 
became apparent that theirs was a los- 
ing battle. The children were placed in 
suspended animation and a distress call 
sent into the black vacuum of space. 
Enter your character, intrepid space 
marshall of the frontier, singlehandedly 
answering the call to save the children 
and solve the mystery of the aliens. 

The Colony is perhaps the most 
addictive and challenging adventure 
game of the year. All of the action, with 
the exception of object manipulation, 
takes place in a realistic first-person 
perspective, a truer 3-D representation 
than ever attempted before for the IBM. 
Utilizing keyboard, joystick or mouse 
input (the latter is recommended), play- 
ers move smoothly through their new 
world using a cursor that takes direc- 


RATINGS: 
Sound/Music 


Graphics 
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The Colony, by 
Mindscape, has a 
clean 3-D repre- 
sentation, which 
makes maneu- 
vering your char- 
acter easier. 


tional input according to its position 
in the center of the monitor. Graph- 
ics can be viewed as either open or 
filled polygons with the former signifi- 
cantly speeding up game play on XT 
machines. 

Object manipulation happens in a 
more conventional two-dimensional 
format, accessed automatically upon 
approach to the item. This can be a hin- 
drance at times as quite a bit of move- 
ment throughout the eight level colony 
is required to solve the game. Often- 
times, journeys back and forth are 
annoyingly slowed (until teleporters are 
acquired) by objects that throw one into 
2-D mode due to your proximity to 
them, whether you wish to examine 
them or not. Additionally, the sound 
significantly slows game play, so it is 
recommended that after a couple of 
sessions the audio be toggled off. 
(Note: Macintosh versions of the game 
do not provide this option). 

The primary goals of the player are 
to find the colony, rescue any survivors, 
repair the ship and eliminate the alien 
menace. Finding the colony is not too 
difficult as long as one conserves ener- 
gy (i.e., don’t bother trying to kill all the 
bugs on the surface of the planet, they 
are irrelevant to the goal, and it’s possi- 
ble to outrun them). Once inside the 
colony, energy is replenished by letting 
one’s suit consume the eggs left by the 
alien inhabitants. 

As in every adventure game, it is 
important to map each level carefully 
and save the game frequently. Finding 
all of the cryogenic storage modules, 
teleporters, forklift and other essential 
items takes a lot of time and dedication. 
Along the way, even the most resolute 
and experienced adventurers will 
undoubtedly stumble into one of the 
dead ends. 

Rescuing the survivors and repairing 
the ship ts fairly challenging, since it 
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involves some deft object manipulation, 
somewhat like planning a chess game 
15 moves in advance. It isn’t possible to 
get off the planet unscathed, however, 
as one must eventually come to terms 
with the big, bad mamma alien. Once 
the queen Is dispatched, it is just a mat- 
ter of getting out of town, casting a 
fleeting glance backwards as the planet- 
destruct button is depressed and look- 
ing forward to the ticker tape parade. 

This synopsis of the game plot 
grossly simplifies the nature of the task 
to be performed. The Colony is an 
engrossing simulation of an alien envi- 
ronment. The graphics are top-notch, 
the puzzles among the finest currently 
available and the overall experience 
challenging and unique. 

—Ed Dille 

Mindscape 
3444 Dundee Road 
Northbrook, IL 60062 
(708) 480-1948 


DeathTrack 


ACTIVISION 
Version: IBM PC ($44.95) 


RATINGS: 


With every release, 
Sound/Music 2 y 


Dynamix looks more 
and more like the 
hottest development 
house in the entertain- 
ment software busi- 
ness. A-10 Tank Killer (Dynamix) 
showed it could produce a top-of-the- 
line flight simulator. David Wolf: Secret 
Agent broke new ground in the hot 
field of movie-style action-adventures 
and now, with DeathTrack (Activision), 
Dynamix demonstrates both its mas- 
tery over the action-strategy arcade 
genre and the technological vagueness 
of the IBM PC computer. 

DeathTrack can be summed up as a 
car race with weapons, but only in the 
sense that Hamlet could be dismissed 
as a ghost story. DeathTrack is a visual- 
ly eloquent, viscerally compelling 
action contest in which players select, 
equip and arm their vehicles, then take 
them out on a circuit of futuristic Amer- 
ican cities for a series of gladiatorial 
races that make NFL football look like 
the National Patty-Cake Tournament. 


Playability 


Overall 
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With 
Death Track, 
Dynamix 
demonstrates 
its mastery 
over the 
action-stategy 
arcade genre. 


There are three available cars with 
which the player can start out: the 
Hellcat (fast but not well armed), 
Crusher (good middle-of-the-road 
vehicle) and Pitbull (for those who like 
vehicular contact). These basic cars 
can be modified right down to the 
hubcaps by a quick visit to the equip- 
ment shop, where the user purchases 
engines, brakes, transmission, tires, 
airfoils and armor. 

The weapons shop offers more 
goodies for starting competitors (who 
begin the game with $10,000 in their 
metaphorical pockets), including 
mines, caltrops (a clump of twisted 
metal spikes for release behind one’s 
vehicle like mines), lasers, automatic 
mounted rifles, missiles, beams, ram 
spikes, wheel spikes and terminators. 
“Picture a high-explosive warhead 
strapped to a skateboard. Now slap on 
a rocket-pack and launch it...” is the 
description offered in the instructions. 

However, it’s a good idea not to 
spend all that money before the race 
begins. If the player’s vehicle is dam- 
aged or runs out of weapons during 
the course of the race, it may become 
necessary to make a pit stop and 
reequip, rearm or rebuild, all of which 
costs money. 

Once the player's car is ready, it’s on 
to the races, either a single-track run or 
an entire circuit of cities (with the num- 
ber of laps and level of difficulty open 
to user modification). Players earn 
money to further enhance their killer 
vehicles in two ways: by finishing high 
in the races or by taking bribes to elim- 
inate specific competitors. Weasel-like 
characters often appear just prior to the 
start of the race and offer the player a 
fee to take out one of the other “track- 
ers” (each of whom has his or her own 
distinct personality). Once such a deal 
is taken, however, the player must 
make every effort to do the dirty deed, 
since these gangster types are very 
easy to offend and make bad enemies 
(that is, they will probably start offering 
other trackers a bounty on your head). 

The races themselves are spectacu- 
lar, employing a Jest Drive-like, inside- 
the-vehicle perspective and a panoram- 
ic view of the landscape. A large 
rearview mirror appears just above the 
windshield, and the cockpit is fes- 
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encore performance! 


tite i adil 


la icy! Top Secret Episode 
jou; this one will blow ou away! 


Mail the coupon below-for a secret tip. 


THIS GAME 2 

IS LICENCED BY NINTENDO — Name: 

FOR PLAY ON THE 

Address: 
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VIC TOKAI INC : Send more info. L] 
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Nintendo® and Nintendo Entertainment System® are trademarks of NINTENDO 
OF AMERICA, INC. The Mafat Conspiracy™ is a trademark of VIC TOKAI INC. 
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22904 Lockness Ave., Torrance, California 90501 


tooned with a variety of neat gauges 
and indicators. Virtually all commands 
are issued through a joystick, and 
there’s even an autopilot feature that 
allows the user to concentrate on the 
really important stuff: the amazing 
variety of nasty weapons purchased at 
the start of the race or during one of 
the pit stops. 

Unlike many action games featuring 
high quali- 
ty graph- 
ics, Death- 
Track 
functions 
nicely even 
in VGA 
(EGA emu- 
lation) 
mode. 
Nonethe- 
less, the 
designers thoughtfully included a fine- 
tuning mechanism whereby the user 
can increase or decrease the graphic 
detail (speeding up or slowing down 
the frame updates). Joystick response 
is excellent even with maximum graph- 
ics, especially for an IBM PC program. 

The documentation is mostly solid 
but could have used a complete run- 
down of the various types of engines, 
transmissions, etc., available in the 
basic cars. Although one eventually 
becomes familiar with the terminolo- 
gy, when first selecting a vehicle it’s 
kind of tough to remember whether an 
XT 1000 engine is superior to an XT 
Turbo or if a Power Stream is a better 
tranny than a Synchro-Boost. 

The game’s only real deficiency is 
its sound, or lack thereof. While the 
program supports the optional Roland 
and Ad Lib sound boards, users with- 
out such peripheral devices get next to 
nothing in terms of audio effects. Oth- 
erwise, DeathTrack is the most exciting 
auto-combat game ever made avail- 
able for home computers and, right 
now, Dynamix is similarly leading the 
industry in blazing state-of-the-art 
entertainment product on the IBM PC 
computer. 

—Bill Kunkel 
Activision 
3885 Bohannon Dr. 
Menlo Park, CA 94025 
(415) 329-0800 
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Though it lacks 
sound quality 
{unless you use 
an optional add- 
on sound board), 
DeathTrack is 
simply the finest 
auto-combat 
game available. 


Lucasfilm has 
done their best 
fo capture the 
spirit and action 
of the latest Indy 
Jones movie. 


Indiana Jones and the 
Last Crusade—The 


Action Game 


LUCASFILM 
Versions: Amiga ($39.95), Atari ST 
($39.95), IBM PC ($39.95), 
Commodore 64 ($29.95) 


Nothing conjures up 
thoughts of action and 
adventure like an Indi- 
ana Jones movie. Thus 
it is not surprising that 
the release of the third 
and final movie in the Indiana Jones 
series has been followed up with an 
arcade action game based on the excit- 
ing film. Indiana Jones and the Last 
Crusade—The Action Game was devel- 
oped by Lucasfilm as a co-venture with 
U.S. Gold, a producer of a large number 
of arcade games in the United King- 
dom, many of which have been import- 
ed to the U.S. 

Three levels, each with two different 
action areas, confront our hero as he 
attempts to recover a trio of valuable 
artifacts. The first sequence features 
Indy as a young boy scout. The year is 
1912, and he is searching a Utah cave 
for the precious Cross of Coronado. It is 
guarded by a gang of brutal grave rob- 
bers, and to escape them, Indy must 
make his getaway by jumping from car 
to car of a traveling circus train, dodg- 
ing knives, fists and assorted animal 
heads that block his path to freedom. 

Next it is on to the Venetian cata- 
combs, where Indy must recover the 
Grail knight’s shield. Lethal fireballs, 
nasty rats and crumbling masonry all 
threaten to cut short his quest. Recover- 
ing the shield is not the end, however. 
He must then scale the walls of Schloss 
Brunwald. Dodging searchlights, falling 
rocks and lightning bolts, he uses his 
whip to swing from ledge to ledge and 
find his kidnapped father. 

The final sequence puts Indy on an 
airborne zeppelin as it heads for the 
Grail’s resting place. Armed with only 
whip and fists, he must find his way 
through the ship’s maze and sabotage 
the ship’s alarm system. 

After Indy makes it through all of 
this, he faces his three greatest trials, 
those that protect the Grail itself in the 
holy temple (familiar to all who saw the 


RATINGS: 
Sound/Music_ sg 
Graphics 8 
5 
5 


Playability 


Overall 
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Pinball is famous in video 
game history. Challenge 


your skills against ROCK’N’ 
BALL’S brand- new twists 


on this popular game. 


Nostalgic pinball is back with some very 
modern concepts! Enjoy seven different 
games with six different characters such as 
Twister Tom for Pinball, Rock'n’ Roller Billy 
for Sports Pinball...etc.! Team up with your 
favorite ROCK’N’ BALL character and reach 
for higher and higher scores! 


SOCCER 
An exciting, dynamic 
and speedy soccer — 
pinball game! 


ATTACK 
Aim for the spinner and 
hit the targets of “stop”, 
“help” and “attack” to 
take advantage of your 
opponent. You can also 
move both flippers back 
and forth across the 
screen to sabatoge him 
and win. 


THUNDER 
This may be the most 
simple of all three 
Battle Flipper games, 
but it takes technique 
to protect your goal 
and defeat your 
opponent. 


BOMBER 
Challenge your friend 
or the computer in this 
explosive game. Try to 
match the images in 
the windows and enjoy 
some very special 
effects. 


Place you bets and go 
for “bonus power” in 
this Bingo-inspired 
game of pinball. With 
practice and acquired 
skills, you can advance 
to a higher, more 
challenging level. 


Choose one of the six 
different characters and 
play this traditional 
version of pinball by 
yourself or against your 
friends. The most skill- 
ful players will be chal- 
lenged by a special level 
with a very sophisti- 
cated game. 


Many more new and exciting games are soon to be released from NT VIC “ 
Keep your eyes open and look forward to playing these new games 
in the very near future! 


CIRCLE #150 ON READER SERVICE CARD. 
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ICE HOCKEY 
Hasty movements on 
the ice can lead toa 
missed shot for the goal. 
Consider the effects of 
slippery ice when you 
play this challenging 
game! 


LICENSED BY NINTENDO 
FOR PLAY ON THE 


NTVIC" 


NTV International Corporation 


50 Rockefeller Plaza, NY, NY 10020 
Tel: (212) 489-8412 


TM & C1989 VAP INC. “Nintendo® and Nintendo Entertainment 
Systems * are trademarks of Nintendo of America Inc” 


Official 
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movie). This is also a race against time, 
since Henry’s heart is slowing and only 
a drink from the holy cup can stop his 
downward slide. 

While the final goal is to reach the 
end of the third level, points are given 
along the way for each enemy defeated, 
every obstacle passed and each valu- 
able object acquired. 

The graphics are the high point of 
the game. They are well drawn and 
compare favorably with those found in 
most arcade games. Most play occurs 
in the upper portion of the screen, while 
the bottom section is reserved as a sta- 
tus area that shows various information 
about the explorer. In addition to Indy’s 
current health and number of lives 
remaining, this area holds the objects 
Indy grabs as well as the status of his 
Current torch in the cave sequences. 
The sounds are used liberally through- 
out the game and are more arcade-style 
than realistic. 

Unfortunately such good potential is 
sorely wasted on the pitiful game play. 
Indy is very difficult to control on the 
screen. He Is limited to basically mov- 
ing left, right, up or down. He can attack 
by punching or occasionally using the 
whips he finds along the way. This 
would not be much of a limitation, 
except that all of his actions are carried 
out very sluggishly. Quick reactions are 
impossible. 

Many other factors add to this frus- 
tration. For example, while jumping or 
kneeling Indy cannot perform any other 
action. For no discernable reason, the 
mere touch of an opponent quickly 
drains away his remaining health. 
Maybe their clothes are toxic. 

In no way does this game live up to 
its Action title. It should have been 
called The Frustration Game. Even dedi- 
cated joystick jockeys will have a diffi- 
cult time mastering the necessary 
mechanics to do more than adequately 
in the game. Only those who can stand 
long sessions of stupid deaths will 
manage to hang on and see Indy com- 
plete his sacred quest. Stay away from 
this game. 

—R. Bradley Andrews 
Lucasfilm, Ltd. 
P.O.Box 2009 
san Rafael, CA 94912 
(800) STARWARS 
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Access’ Mean 
Streets provides 
great sound and 
dazzling graphics 
with a decent 
plot to boot. 


gh money for 
.866 can gc a 
uilty 


“There's more than e 
both of us. Tex. $1. 
long way in easing a 
conscience.” 


Mean Streets 
ACCESS 
Versions: Amiga ($59.95), IBM PC 
($59.95), Commodore 64 ($39.95) 


RATINGS: 
Sound/Music 9 
Graphics 9 

7 


The streets of San 
Francisco aren't quite as 
nice in the year 2033 as 
they used to be. Corrup- 
ey tion and conspiracy 
have been refined into new art forms. 
As Tex Murphy, private investigator, the 
player investigates the untimely demise 
of Carl Linsky, university professor and 
prominent scientist. Although Mr. 
Linsky was observed doing a 
triple gainer off the Golden Gate 
Bridge and was nice enough to 
leave a suicide note to boot, his 
daughter Sylvia is convinced it 
was murder. Her loving concern 
to get to the bottom of her 
father’s death is spiced with a 
$1,000,000 insurance policy that 
prohibits payment in the event of 
suicide. Sounds juicy, doesn't it? 
It is, and it only gets better. The 
plot is tightly written and well 
paced, with enough twists and 
turns to keep mystery fans on the 
edge of their seats. 

Players interact with over 30 
characters and travel to locations 
up and down the West Coast in a 
futuristic speeder in order to solve the 
mystery. This portion of the game fea- 
tures a fully functional, 3-D, solid-fill 
flight simulator. The simulator graphics 
are less refined than other flight prod- 
ucts (such as the San Francisco scenery 
disks for Flight Simulator 4.0) but, after 
all, this is an adventure game. Players 
do see major landmarks such as the 
Golden Gate Bridge, from which Mr. 
Linsky took his dive, as well as the 
flashing landing pad that is their desti- 
nation. Each pad is tied to a character 
or location and has its own 
address/navigation code. Players deter- 
mine new codes from interrogation of 
their suspects; thus more locations may 
be accessed as the game progresses. 
Adventure purists may avoid the flight- 
simulation portion by utilizing the 
speeder’s autopilot. 

One of three things is required at 
each location. The most common is the 
interrogation sequence. The player is 
initially treated with a dazzling panora- 
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ma of the area being visited (Alcatraz 
for example) followed by a window 
insert of the character to be questioned. 
These digitized images animate and 
respond very convincingly to the ques- 
tions posed them. To illustrate, whenev- 
er Mr. Linsky’s fiancé is asked about his 
death, she cries and dabs a handker- 
chief to her eyes. Additionally, many of 
the characters actually talk with Access’ 
patented process known as Real Sound. 
This process of digitizing high quality 
sound onto the software and modulat- 
ing the internal PC speaker produces 
outstanding results for machines with- 
out a separate sound card. Players hear 
screams, thuds, groans and very intelli- 
gible, high quality speech. The catchy, 
futuristic Sam Spade soundtrack is top- 
notch. Players may find that some of 
those questioned are hesitant to dis- 
cuss certain topics. These tight-lipped 
folks must be bribed or threatened to 
make them talk, sometimes with 
humorous results. 

Some locations have a text-only 
message with either a clue or a red her- 
ring. Other locations are rooms that 
must be searched thoroughly. The per- 
spective is from high on the front wall 
of the room with the player figure 
entering from the back. As the figure 
moves next to various objects or furni- 
ture in the room, menus appear for the 
manipulation of those objects (look, 
open, move, get, taste, etc.). Some 
rooms contain traps for the player, and 
a couple must be entered more than 
once to complete the game. 

Occasionally entry into an area pro- 
duces a gunfight arcade sequence. The 
objective in these screens is simply to 
move the player figure from the left to 
the right of one or more screens with- 
out getting killed in the process. It is 
irrelevant how many thugs get killed, 
because nobody is keeping score. There 
is no challenge to this portion: Simply 
hide behind obstacles and move for- 
ward in short bursts as pauses in gun- 
fire allow. Although adventures with 
arcade action included are much in 
vogue at present, the inclusion of these 
low-skill arcade sequences is actually 
annoying in Mean Streets. 

Another source of annoyance is the 
need to push a key five or six times 
before the action occurs. This is 
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Cliff Johnson’s 
twisted sense of 
humor shows 
through in Miles’ 
Puzzle Gallery. 


because the graphic loops are so com- 
plex that keyboard input can only be 
checked periodically. Much of this frus- 
tration may be avoided by holding the 
key down until the command is recog- 
nized (2-5 seconds usually). 

Billed as an interactive detective 
movie, Mean Streets accomplishes its 
effect by utilizing video technology, 
over 30 actors, full-size sets and custom 
scale models. It is important to note 
that there is a major difference in the 
look and feel of the game from a fast 
CPU with a VGA card to a standard XT 
with CGA. The latter has mediocre 
graphics and cannot access any of the 
Real Sound routines because of memo- 
ry restrictions imposed by the graphic 
loops. However, equipment that can 
handle all the programming stuffed into 
this disk produces an entirely different 
level of player enjoyment. Mean Streets 
is a dazzling product, a showpiece 
game for VGA machines. 

—H. E. Dille 
Access Software, Inc. 
545 West 500 South 
Bountiful, UT 84010 
(800) 824-2549 


Puzzle Gallery 


MILES COMPUTING 
Versions: IBM PC ($39.95), 
Macintosh ($39.95) 


The finely tuned, if slightly off-center, 
mind of Cliff Johnson is on the loose 
again! The creator of the phenomenally 


wee ace «innovative Fool’s 
Sound/Music Errand (Miles Comput- 
Graphics ing/IBM PC, Macintosh) 
Playability is back with 180 more 
Overall mind-bending puzzles. 


Puzzle Gallery is not 
truly a game, because it actually has no 
content. It is an engine. That is, it estab- 
lishes a format for pre- 
senting anthologies of 
Cliff Johnson 
stumpers. The pack- 
age reviewed here 
contains both the 
basic disk with the 
engine and a puzzle 
disk called “At the Car- 
nival.” If the initial 
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THIS Past Christmas You Waited To Find A Parking Space, Waited in Long Lines, Wasted Lots 
of Time, and Wasted Lots of Money... ONLY To Find Out... 
THEY DIDN'T HAVE THE GAME YOU WANTED!!! 
THEN You Called US, WE HAD IT, WE SHIPPED IT. YOU GOT IT! 


THE ULTIMATE GAME CLUB 


Next Time CALL US FIRST & don’t waste time ever again. 


And since we ship overnight & match any price, why bother going anywhere else! 


Here’s Just Some of the Benefits: 


CALL 1-800-TOY-CLUB & Order NOW! 
For a complete listing of Games, Systems & Accessories CALL 1-203-388-6366 


e We stock all the games the stores have & all the games they don’t 
¢ We'll match any advertised price on any items they have in stock 
e We Buy used games for cash or credit & Sell used games at dis- 


count prices. 


e We ship all orders within 24 hours overnight  anee ia 


at the lowest prices anywhere! 


e We have a Toll Free # 1-800-TOY-CLUB to place orders! 
TurboGrafx Systems Only $159.99 


Here’s Just Some of the GAMES! Call us for Old, New, or Used Games you DON’T See in this ad 


SEGA GENESIS 16 BIT 
ENTERTAINMENT SYSTEM 


TITLE WE WE WE 
BUY SELL SELL 
USED USED NEW 

O Genesis System 115.00 159.99 189.99 

© Genesis Power Base Converter 15.00 2999 39.99 

(allows you to play regular Sega games or Genesis) 

1 Genesis Control Pad 5.00 1499 1999 

© Genesis Headphone Set NO NO 14.99 


GENESIS GAME CARTIRDGES 


© Alex Kidd 20.00 39.99 49.99 
© Forgotten World 25.00 49.99 5599 
©) Ghouls N' Ghosts 25.00 49.99 55.99 
© Golden Axe 27.550 5499 64.99 
3 Got 20.00 46.99 51.99 
© Last Battle 20.00 4599 4999 
O Mystic Defender 25.00 4999 5999 
© Rambo iil 20.00 45.99 4999 
O Revenge of the Shinobi 27.50 5499 6499 
O Soccer 15.00 3599 39.99 
OC Space Harrier II 20.00 4599 49.99 
O Super Hang On 20.00 45.99 4999 
O Super Thunder Blade 20.00 4599 49.99 
O Thunder Force I! 25.00 49.99 5599 
O Tommy Lasorda Baseball 25.00 5499 59.99 
© Truxton 25.000 49.99 5999 
9 Zoom 15.00 3999 49.99 
NEW GENESIS GAMES 
CALL FOR PRICES 
Telegenesis Phantasy Star 2 Basketball 


Telegenesis Baseball Alex Kid F-16 Fighting Falcon 


ATARI LYNX PORTABLE 
ENTERTAINMENT SYSTEM 


Call for Price 


QO Blue Lightning 15.00 29.99 39.99 
O Electrocop 15.00 29.99 39.99 
O Gauntlet 15.00 29.99 39.99 
O Gates of Zendocan 15.00 29.99 39.99 
O Impossible Mission 15.00 2999 39.99 
0 Monster Demolition 15.00 29.99 39.99 
O Rampage 15.00 29.99 39.99 
O Time Quest 15.00 2999 39.99 
© Treasure Chest 15.00 29.99 39.99 
ASK US ABOUT 


JAPANESE GAMES & SYSTEMS TOO! 


We donot accept C.O.D. orders or personal checks except for memberships. All orders in stock shipped witin 48 hours. Call for 


GAMEBOY 
1 NES Gameboy 109.99 99.99 
OC Gameboy Carrying Case Soft 14.99 12.99 
() Gameboy Rechargeable Battery Pack 34.99 32.99 
© Gameboy Heavy Duty Hard 
Plastic Carry Case 1299 999 


* Gameboy Game Cartridges Call for Price/Availability 
Alleyway * Amazing Spiderman * Baseball ¢ Baseball Kid 
Beetlejuice * Bugs Bunny®Castie Vania the Adven- 
ture ¢ Ghostbusters 2 © Golf ¢ F-1 © Flipull © Freddy's Night- 
mare * Hyper Lode Runner ¢ Karateka ® Lock-N-Chase 
* Motocross Maniacs ® NFL Football ¢ Pachinko ¢ Pinball 
Special * Revenge of the Gator-Super Pinball 
* Shanghai ¢ Saga ® Tennis ¢ Super Mario Land © Deathball 
* Battleship ¢ Puzzieboy ® Mr. Asmik World ® Boxle 

Call for Other Cartridges Not Listed 
Call us for Japanese Gameboy Games 
We Buy used $5.00 We Sell Used $15.00 


Free Atari 2600 Game 
w/Paid Membership. 
Choose from: 
Karate, Cruise Missile, 
Sea Hawk, Sea Hunt. 


TURBO GRAFX 16 


TITLE WE WE #£WE 


BUY SELL SELL 
USED USED NEW 


QO Turbo Grafx System 140.00 179.99 199.99 
© Turbo Tap 10.00 1599 19.99 


© Turbo Pad 10.00 1599 19.99 
© CD—ROM 250.00 349.99 399.99 
J Turbo Booster 20.00 29.99 3499 
© Alien Crush 15.00 34.99 4499 
© Blazing Lazers 25.00 49.99 59.99 
QO China Warrior 17.50 3699 42.99 
O Darius—CD game 22.50 4699 5499 
C) Deep Blue 20.00 42.99 49.99 
0 Dragon Spirit 20.00 4299 49.99 
OO Dungeon Explorer 25.00 49.99 59.99 
0 Galaga 90 20.00 39.99 44.99 
O Final Lap Twin 25.00 49.99 59.99 
© Fighting Street-—CD game 22.50 4699 54.99 
O Fantasy Zone 17.50 3699 42.99 
O Legendary Axe 20.00 3999 4499 
O Miltary Madness—CD game 25.00 49.99 59.99 
O Monster Lair 22.50 46.99 5499 
O Moto Roader 20.00 42.99 49.99 
O Pacland 20.00 42.99 49.99 
© Power Golf 25.00 49.99 59.99 
O Ordyne 30.00 59.99 69.99 
O R-Type 30.00 59.99 69.99 
QO Vigilante 25.00 49.99 59.99 
QO Victory Run 15.00 3499 42.99 
0 World Class Baseball 17.50 39.99 4499 
© World Court Tennis 17.50 39.99 4499 
O Y's—CD game 22.50 4699 5499 


¢ We offer specials, discounts, contests & prizes + a subscription to our 
Newsletter featuring tips, secrets, strategies & more you'll find no 


where else. 


e Preorder any game available over 30 days prior to release and get 
10% off. This way you are guaranteed getting it before it sells out! 

e Buy any 12 New Games over any period of time & get a free game of 
your choice. Just save your receipts & when you get 12 saved up, send 
them to us in the mail & pick out your free game. 


SPECIALS THIS MONTH 


Buy any 4 get a free membership 


Adventures of Bayou Billy 
Adventures of Dino Riki 
Air Fortress 

Adventures of Lolo 

Bad Dudes 

Bugs Bunny 

Bubble Bobble 

Bump N Jump 

Back to the Future 


Crystal Mines 
Dr. Chaos 
Festers Quest 
Flying Dragon 
Friday the 13th 


Dig Dug 2 
Millipede 

Operation Wolf 
Pebble Beach Golf 
Monster Party 
Rampage 

RBI Baseball 
Romance of the 3 Kingdoms 
Sesame Street ABC 
Sky Shark 

Shooting Range 
Stealth ATF 

Super Dodge Ball 
Supersprint 

Tag Team Wrestling 
Three Stooges 

Twin Eagle 

Ultima 


Accessories on Special 


1990 Nintendo Power Calendar 
Camerica Freedom Stick 
Camerica Supersonic Stick 


Camerica Freedom Stick Gift Pack 


Curtis Game Caddy 

Heller Game Rack 

Hartzel Video Game Organizer 
Nintendo Wallet 

Nintendo Puppet Kooler 
Camerica Freedom Connection 
LJN Roll N Rocker 

Laserline Game Pac Storage 


39.99 


NEW NINTENDO GAMES 
Al Unser’s Racing 49.99 
All Pro Basketball 44.99 
Bases Loaded 2 49.99 
Bashi Bazook 45.99 
Astyanax 49.99 
California Raisins 49.99 
Chessmaster 49.99 
Castlequest 44.99 
Code Blue 44.99 
Dash Galaxy 39.99 
Double Dragon 2 59.99 
Demon Sword 49.99 
Escape from Atlantis 44.99 
Home Sweet Home 49.99 
Grid Grabber 44.99 
Heavy Barrell 49.99 
Maniac Mansion 49.99 
Phantom Fighter 49.99 
Police Academy-The Game 49.99 
Pinball Quest 44.99 
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Rescue The Embassy Mission 44.99 
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Robocop 49.99 
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Solstice 46.99 
Super Mario Bros. 3 59.99 
Taro’s Quest 49.99 
Twin Cobra 49.99 
Tenth Frame Bowling 49.99 
Vegas Dream 49.99 
Wrath of Black Manta 49.99 
GET A FREE MEMBERSHIP 

If you buy: 

1. Any Turbografx System, CD Player 


or purchase over $50.00 
2. Any Sega 8 bit game purchase 


over $50.00 

3. Any Atari Lynx or game purchase 
over $50.00 

4. Any of the games below; 
Rolling Thunder 49.99 
Road Runner 49.99 
Alien Syndrome 49.99 
Vindicators 49.99 
Shinobi 49.99 
Afterburner 54.99 
Xybots 49.99 
Indiana Jones 44.99 
Pacman 39.99 
Toobin 44.99 
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offering achieves its deserved success, 
Miles plans to market more collections 
for separate purchase. 

Johnson specializes in electronic ver- 
sions of “pencil-and-paper” diversions, 
rather than the physical puzzles com- 
mon in action games or the object- 
manipulation tests found in many 
adventure games. Most of the 180 
posers included in “At the Carnival” are 
find-a-words, codes, word squares, ana- 
grams, mazes and jigsaws. 

Johnson structured Fool’s Errand as 
an adventure with layer upon layer of 
mysteries. Solving the individual puz- 
zles was only a prelude to assembling 
the map of the sun to penetrate the 
macro-puzzle. 

“At the Carnival” is a more straig't- 
forward affair. It’s a tour of the 40 
attractions of the fictitious Hazard Park, 
from the parking lot to an enigmatic 
capper called “The Future.” When the 
computerist finishes a puzzle, a check 
mark appears next to its name on the 
pull-down menus at the top of the main 
display. When every puzzle is check- 
marked, the user may attempt the final 
challenge. 

Some of Hazard Park’s attractions 
feature multistage puzzles. Completing 
the find-a-word or jigsaw gains a short 
animation or audio flourish, and then 
another test appears on the screen. 
Working through three or even four 
puzzles is sometimes necessary to earn 
the coveted check mark. 

The puzzles vary tremendously in dif- 
ficulty, and some people may want to 
approach Puzzle Gallery with the hint 
sheet available from Miles in hand. 
Johnson’s sense of humor is much in 
evidence, which can be both a joy and a 
trial to the dedicated solver. Learning to 
think a little like the writer is a virtual 
necessity. 

The artwork is simple, yet effective. 
Computerists should have little trouble 
figuring out what pictures represent, 
which is very important when working 
on the numerous jigsaw puzzles includ- 
ed in “At the Carnival.” 

The control system, perfected in 
Fool's Errand, is a joy. Simple keystroke 
commands allow the player to make 
and retract moves easily. The harder 
puzzles are frustrating enough without 
the extra irritant of an ungainly control 
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Fans of sword 
ane sorcery games 
will truly love 
SSI’s Sword of 


Aragon. 


scheme, so the clean procedures in 
Puzzle Gallery are an especially wel- 
come blessing. 

There’s nothing to excite action fans 
here, but Puzzle Gallery does provide a 
strenuous workout for the brain. If you 
enjoy a stiff mental challenge, a trip to 
Hazard Park is a must. 

—Arnie Katz 
Electronic Arts 
1820 Gateway Dr. 
San Mateo, CA 94404 
(415) 571-7171 


Sword of Aragon 


STRATEGIC SIMULATIONS INC. 
Versions: Amiga ($39.95), Commodore 
64 ($39.95), IBM PC ($39.95) 


Sword and sorcery fans have long 
realized that the great literary epics of 
WGeeiaemome the struggle between 
cme Good and evil, such as 
vy lolkien’s Lord of the 
“) Rings, Donaldson's 
Overall 7 Thomas Covenant 
series and the Dragonlance books by 
TSR, have climactic scenes that revolve 
around immense confrontations on the 
field of battle. In a market replete with 
fantasy role-playing games, it was 
inevitable that players would need the 
ability to field armies against hordes of 
orcs, goblins and other undesirables. 
Strategic Simulations’ new release, 
Sword of Aragon, does more than just 
provide players a chance to direct their- 
military forces 
against the bad- 
dies: It also 
places them in 
direct control of 
the economic, 
political and 
social affairs of a 
medieval era fan- 
tasy barony. 

Players 
assume the man- 
tle of the heir of 
Aladda, one of the city states within the 
realm of Aragon. The object of the 
game is to reunite the land under a sin- 
gle ruler by attaining the throne in the 
city of Tetrada. It’s not for the scrupu- 
lous: Along the way it’s necessary to 
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subjugate or vassalize other cities, ally 
with some of the nonhuman inhabitants 
of the realm and successfully defend 
one’s holdings from invaders. 

Players initially choose their charac- 
ter class (warrior, knight, ranger, priest 
Or mage) and the composition of their 
armies. Each class possesses certain 
advantages and disadvantages with 
regard to individual abilities and the 
types and costs of army units available 
to them. Units depicted are infantry, 
mounted infantry, bowmen, mounted 
bowmen and cavalry, and each of these 
also have their characteristic advan- 
tages and disadvantages, depending on 
the tactical situation. 

Each turn constitutes one month of 
game time, during which the player 
may develop resources, conscript 
recruits or change the tax level in any 
or all of his cities. Actions may impact 
upon the morale, loyalty, health or size 
of the population within that city. These 
tasks are accomplished via a text-only 
information screen accessed by placing 
a cursor over the city in question. 

Every turn players also have a 
chance to make, equip, reinforce, train 
or decommission any units located in 
a friendly city. Units afield may 
encounter random groups of unfriend- 
ly combatants or might be sent to 
attack or lay siege to a neighboring 
fiefdom. In a touch of reality, their 
level of success has an direct impact 
on the morale and loyalty of the home 
populace. 

Force movement initially occurs on 
a strategic map of a portion of the 
realm of Aragon. Major terrain fea- 
tures such as roads, cities, rivers, 
forests and mountain ranges are 
depicted much as one might see on an 
antique cartographer’s scroll. Whenev- 
er contact is made with other forces, 
depending on which side surprises the 
other, players may have the option of 
avoiding combat. This is advisable 
when the odds are poor (titans and 
giants are always tough) or if one is en 
route to a enemy city and seeks to 
avoid force losses in a random 
encounter. If combat does occur the 
screen zooms into a more detailed 
map so the player can maneuver his 
forces and take advantage of the best 
defensive terrain. Each battle is com- 
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Sword of 
Aragon \s 
smooth, bug 
free and 
takes about 
45 hours to 
complete. 


posed of a maximum of 23 turns (15 
minutes of game time each) and is 
usually resolved in ten minutes real 
time (for random encounters) to 30 
minutes (for major battles). The war- 
fare is, alas, silent. More attention to 
sound and music would have added 
more depth to this otherwise well- 
thought-out program. 

To be successful in battle, it is 
important to utilize terrain and troop 
types to their best advantage. SSI has 
considered the historical strengths and 
weaknesses of ancient troop forma- 
tions in the design, so it helps to study 
some of the battles of antiquity when 
devising tactics. | adopted the tactics 
of Justinian the First of the Byzantine 
Empire to great success. Essentially, 
this involves the establishment of a 
line of heavy infantry to act as a pro- 
tective base for mounted archers and 
heavy cavalry. The archers harass and, 
hopefully, disperse large formations of 
enemy troops. Cavalry units are poised 
in reserve to counterattack and destroy 
weakened units and, when the time is 
right, the heavy infantry advances on 
the objective to overwhelm the 
remaining defenders. This tactic 
proved highly effective, but a myriad 
of tactical options exist, and half the 
fun is finding the one best suited to the 
chosen army and individual style of 
play. Sword of Aragon supports hard 
disk installation, all graphics modes 
through EGA and an optional mouse. 
The graphics are crisp and functional. 
Troop formations and individual char- 
acters are particularly impressive. 
They resemble miniatures from tradi- 
tional war gaming, a nice touch and 
indicative of the detail that went into 
the products’ development. Copy pro- 
tection is in the excellent documenta- 
tion as well as in the poster enclosed 
with the game (don’t throw it away). 
The program is smooth, bug free and 
takes about 45 hours to complete. 
Although a large number of preset 
events repeat in subsequent games, 
the variations inherent in tactical com- 
bat, which forms the heart of the game 
in any case, serve to preclude replays 
from becoming too linear. 

The designers did an excellent job on 
Sword of Aragon. \t provides the thrill 
of fantasy battle in a milieu of reality 
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that will almost make gamers believe 
they‘re in a medieval world. 
—Ed Dille 
Strategic Simulations, Inc. 
Distributed by Electronic Arts 
1820 Gateway Dr. 
San Mateo, CA 94404 
(800) 245-4525 


LUCASFILM 
Versions: Amiga ($39.95), Atari ST 
($39.95), IBM PC ($39.95), Macintosh 
($39.95), Commodore 64 ($29.95) 


RATINGS: The Acme Chemical 
dee) COmpany needs plumb- 
Graphics fy ers! I’m sure this is a 
Playability [J subsidiary of the same 
Overall (J Acme company famous 
for sending the Coyote such wonderful 
products in his quest to get the Road 
Runner. The company operates very 
much like its products and has gotten 
itself into a fix. They just invented a 
new sewer cleaner called flooz, but the 
problem is that they are making it faster 
than it can be pumped into waiting tank 
Cars. It’s up to the player to construct an 
emergency pipeline to hold this flowing 
fluid and prevent the company from 
being buried in a sea of green. 

The playing field in Pipe Dream 
Starts out empty except for the starting 
piece, a spigot from which large quanti- 
ties of flooz soon begin to flow. The 
available pipe pieces appear in a bin on 
the left side of the screen. Each piece 
may be placed anywhere on the field, 
but must be played in the order it 
comes. Since pieces don’t need to be 
connected initially, successful players 
will soon learn to anticipate connec- 
tions many moves in advance. 

The player can “bomb” an existing 
piece to replace it with a new one, 
though this takes time and costs a few 
points. Pieces that have already been 
filled, the starting piece and pre-placed 
pieces in the higher levels cannot be 
“bombed.” 

Each round begins with a time delay 
before the flooz flows, then the flow 
continues until it runs out of pipes. The 
player is then penalized for all unused 
pieces, and the game moves on to the 
next round. 
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in the same 


vein as Tetris, 
Lucasfilm’s Pipe 
Dream requires 
careful thought in 
placing pieces to 
be successful. 


While the game seems rather easy in 
the first round, later rounds place more 
and more obstacles in the player's way. 
Not only is the initial time delay shorter, 
but in the higher levels, the flooz 
flows faster and the board starts 
with pre-placed pieces and 
blocked areas. The blocked areas 
Can never be entered and are 
simply a hindrance, but the other 
pieces can actually be useful. 
Some give bonus points if they 
are used in the pipe network, 
while others are reservoirs that 
hold more flooz and temporarily 
slow the flow, giving the player a 
bit more time. Some of the side walls 
are also removed at the higher levels, 
allowing the flow to ooze out one side 
of the playfield and reenter the other. 

All the pieces initially allow flow in 
either direction, but some later pieces 
are directional. Some of the later 
rounds also place an ending pipe on the 
board. If the flooz flow ends in this 
piece, the player gets a large bonus. 

The graphics are simple but appro- 
priate for the game; for example, the 
pipe squares look like real pipes with 
mossy growth on them in some levels. 
The music is also simple but effective. 
Once the flow starts, the music 
becomes a bit more serious and gradu- 
ally increases in tempo as the flow 
increases, similar to the soundtrack of a 
good suspense movie. 

The game also provides a smooth 
learning curve through training, begin- 
ner and expert modes. One or two play- 
ers can compete and passwords are 
given at various levels to allow the 
experienced player to skip the starting 
levels. The game is copy-protected, but 
the provided code wheel is only 
required at the start of play. 

Pipe Dream, in the same vein as 
Tetris, requires a good combination of 
quick reactions and strategic thought. 
The pace is slow enough to allow for 
some strategy, yet the pressure is 
always there to quickly place another 
piece. This is a good game and is sure 
to gain a loyal following. 

—R. Bradley Andrews 
Lucasfilm, Ltd. 
PO. Box 2009 
San Rafael, CA 94912 
(408) 662-1966 
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A Sure Cure for the 


Alien Syndrome 
MINDSCAPE 
Versions: Amiga, Atari ST, Commodore 
64, IBM PC 


It's happened! An alien virus has infested 
one of Earth’s most important outcolonies, and 
the inhabitants are hostages of these hideous 
parasites. Once again it’s the overworked com- 
puter player who must rid the colony of the vile 
creatures before all is lost. Gamers must fight 
their way through six increasingly difficult sce- 
narios in an effort to destroy the enemy while 
saving aS many humans as possible. 

The secret to success in Alien Syndrome is a 
good game plan. Once a mission begins, find 
the nearest map and take a few seconds to 
study it carefully. Try to plot a course that will 
cover as much ground as possible without hav- 
ing to retrace any steps. For example, on the 
first level, start by heading right, toward the far 
wall, where a map is located. A study of this 
map will reveal that the best path to travel is 
down and left across the colony, up to the top 
and then right toward the exit. This path will 
swing the player around most of the colony, 
past the largest percentage of hostages. 

Early in the game establish the location of 
some major firepower. Although there are four 
weapons to choose from, the laser is by far the 
best. It destroys the most enemies while having 
the best effect on the super-aliens on the first 
three levels of play. The player can obtain a 
laser after initially traveling right on Level 1. 

When traveling through an outcolony, keep a 
few important things in mind. First off, keep 
moving. If the player stops too long to study a 
map or just hang around, the aliens will home 
in, in hordes. Second, bear in mind that the 
walls of the colony seem to be very sticky; our 
hero will often become “stuck” to a wall if 
he/she accidentally runs into it. Avoid this by 
running up the center of corridors. Notice that 
when players travel they are fairly close to the 
edge of the screen they are scrolling towards. 
This can be dangerous if an alien is waiting just 
out of view. There are two ways to compensate 
for this: One is to use the start/stop technique. In 
other words, run a few paces, then stop, and the 
screen will continue to scroll a second or so, 
revealing any aliens hiding in the rafters. The 
other way to handle this problem is simply to 
shoot continuously as one travels. However, this 
requires care; trigger-happy players may inad- 
vertently shoot a waiting hostage. 

When moving through the maze always pick 
up question marks for bonus points as well as 
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any small blue squares. These award the player 
a tiny helper who will at first seem like a lousy 
shot, but may very well fire a lifesaving blast 
later on. Once the player rescues enough 
hostages, he or she will be instructed to head 
for the exit. Remember to take note of its loca- 
tion when studying the map so you won't have 
to waste valuable time searching. 

If the instruction to exit appears when there 
is still a lot of time left, players may rescue a 
few more hostages for bonus points. However, 
don’t attempt this unless you are sure you can 
destroy the super-alien that will follow. If you're 
not confident of your ability to do this with 
speed, head directly for the exit without wasting 
moments: Killing an unfamiliar alien requires a 
good amount of time. 

Once the super-alien appears, players must 
find the creature’s weak point as quickly as pos- 
sible. This is the most challenging part of the 
game, so it’s best for me not to give away too 
much, but here are some pointers to get you 
started: 

¢ The alien on Level 1 is slow and fires a vol- 
ley of human-seeking missiles from a door in 
his belly. Try to attack him when this door 
opens. Once the body explodes, the creature’s 
head will be mighty upset. Don’t fret. Just avoid 
its lunges, and open fire as it retreats. 

* Level 2’s super-alien is surrounded by wig- 
gling worms that must be destroyed first before 
he becomes vulnerable. Here again, concentrate 
on this weak point while avoiding the homing 
weapons. 

—Frank Tetro, Jr. 


Go Ahead...Take a Risk 
VIRGIN MASTERTRONIC 
Versions: Amiga, Atari ST, Commodore 


64, IBM PC 


The computer version of Parker Brothers’ cel- 
ebrated strategy game should create a whole 
new legion of would-be world conquerors. 
Virgin Mastertronic’s new electronic board 
game provides robot adversaries to fill all the 
rest of the chairs, making it possible for many 
who could never collect enough participants to 
finally enjoy the many delights of this six-player 
struggle for global supremacy. 

Seekers of “perfect plans” for a Risk victory 
are doomed to be disappointed. This six-ring cir- 
cus of Byzantine complexity and subtle nuance 
cannot be solved or conquered. Every game, 
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even solitaire against five computerized foes, is 
different. Adding more human 
players further increases the 
number of variables. 

The “best” plan is to capture 
enough territories to win while 
thwarting the other competitors. 
The tricky part is that a strategy 
that succeeds brilliantly in one 
game may bring a quick exit in 
another one. 

But don’t despair if you’re new to Risk. With 
the considerable assistance of two Virgin 
Mastertronic masters, Annette Childs and Mario 
Flannini, I’ve got some tips that should keep 
you in the first few games while you formulate 
some plots of your own. 

Choosing territories and placing armies is a 
crucial phase of the game. Pick territories in 
geographic proximity to make your possessions 
easier to defend and facilitate the rapid move- 
ment of armies within your boundaries. If possi- 
ble, group your choices on one landmass to put 
your nation in position to collect 
the bonus that rewards capture [i 
of an entire continent. 

Some continents are harder to 
conquer than others. Australia is 
the easiest, because it is com- fh 
posed of so few territories and BE. 
has only one border province EF 
against which another player acnenetnemenesmd 
could mount a threat. South America is proba- 
bly next easiest, because it has just two border 
territories, followed by Africa, North America, 
Europe and Asia. 

Our experts all caution against getting fixat- 
ed on taking a particular continent. It’s wasteful 
to burn up armies in a fight to hold or annex 
Australia. Save the major troop commitments 
for the big prizes, like Asia. 

In both the initial-placement phase and sub- 
sequent turns, keep track of which players are 
close to assembling a continent. It’s sometimes 
good strategy to let others expend armies to 
stop the completion of a continent, but be pre- 
pared to take an active hand to derail such 
plans. A quick raid against a coastal or border 
territory, even if you will eventually have to 
withdraw or even sacrifice a couple of pieces, is 
not a bad idea. 

The strongest defense puts most of the 
armies in the border provinces where they can 
defend or attack. Send your armies from territo- 
ries that are completely surrounded by other 
areas under your control to the front to join the 
battle. Making maximum use of armies is the 
key to a win, believes Childs. She advises play- 
ers to think several moves ahead so that armies 
end up at the edges of the empire, not standing 
useless in the rear ranks. 

When another player starts building up in a 
territory next to one of yours, the temptation is 
to match him or her army for army. An arms 
race is not the answer to this national security 
problem. 

Unless you're defending your major land- 
mass, put enough armies in your territory to 
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make some other invasion route look more 
inviting. If the potential invader has 20 armies, 
four or five in your territory are a reasonable 
deterrent, especially if a third player has a 
province with only one or two garrison units. 

You need parity of forces only when your 
heartland comes under the gun. Don't let rivals 
mobilize dozens of armies next to one of your 
key territories without responding in kind. If 
there are several other humans in the game, 
this is the best time to point out that one of the 
other players is really much closer to winning 
than you are. 

Spreading armies too thin is the cardinal sin 
of Risk neophytes, according to Flannini. A 
string of territories with one or two armies in 
each is begging to be invaded by the first ruler 
who builds up enough troops in an adjacent 
area to do the job. 

Captured territories that border potential 
foes must be garrisoned. Beginners often try to 
keep an advance going too long and end up 
with a weak spearhead. What's the sense of 
gobbling up a dozen territories only to lose 
them, and more, immediately? 

Risk, like chess, is a game that can be played 
and replayed. This short article is only the first 
step on the road for those who would become 
powerful players. Fortunately, it is also one of 
the most pleasant roads any gamer could wish 
to travel. 

—Arnie Katz 


Rules for Secret Agents 
DYNAMIX 
Versions: Amiga, IBM PC 


Dynamix’s latest release for the PC market, 
David Wolf: Secret Agent, turns the player into 
the world’s greatest secret agent. The object is 
to keep Wolf alive through the five action sce- 
narios so that he may rescue the Stealth Jet and 
free the kidnapped scientist Kelly O’Neal from 
the ominous clutches of Bruno Vasto. 


Hang Gliding 

In this scenario, David Wolf is ambushed by 
four attack gliders while he is testing the agen- 
cy’s newest weapon. The second the game 
begins, open fire on the enemy glider that 
appears directly in front of Wolf. A slight up or 
down adjustment may be necessary to get the 
enemy in the sight. It’s very important to take 
this first glider out early and give Wolf an 
escape path in case of trouble. 

Once this glider goes down, immediately 
bank left and go for the glider on Wolf's left. 
Wolf will be much better off when he swings 
around for the second volley, if this one can be 
knocked out as it approaches. However, if the 
first few shots miss the second glider, pull down 
immediately. These guys would be just as 
happy ramming David's glider as they would 
shooting it down. 

If the second glider is hit, simply bank a hard 
right until the next two gliders come around in 
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front and open fire. In this case, however, David 
will be under a lot more enemy fire and must 
use evasive action as he banks around right to 
avoid the crossfire. 

The other thing David must watch its his 
altimeter. It is easy to lose track of the altitute 
and accidentally plunge into the ocean. To avoid 
this, keep the stick held back as the glider is 
turning, and only dive to avoid enemy fire or a 
collision with another glider. 


Car Chase No. 1 


Once David receives his mission objective 
from the agency, he leaves in search of clues. 
Out of the agency lot, he is attacked by enemy 
vehicles armed with machine guns. It’s up to the 
player to get Wolf out of this tight situation. 

In this first car chase, players can avoid the 
enemy cars in the rear by simply laying down 
oil each time Wolf begins a turn. As long as the 
oil keeps flowing, the enemy will usually never 
get close enough to open fire. If one does get 
too near, there are two ways to deal with him. 
One is to hit the oil on the next turn while mov- 
ing the car left and right across the straight road 
to avoid any gunshots the enemy may get off 
before Wolf can reach the turn. The other is a 
bit more difficult but a lot more fun. As Wolf 
approaches the turn, hit the oil and slam on the 
brakes at the same time. This will make the 
enemy slide right past David’s car. Immediately 
switch to machine guns and fry ‘em! 

Toward the end of this scenario Boor will 
order another car to engage Wolf, but this one 
appears in front, coming directly at Wolf. No 
problem—simply switch to missiles and blow 
him away. 


Car Chase No. 2 


After Wolf's unsuccessful rescue attempt in 
the casino he must hop in his car and run for 
his life. This time, the enemy has a new secret 
weapon. 

Start the chase as you did the last one, lay- 
ing down plenty of oil through each turn. This 
time, however, the enemy cars are faster and 
come up on Wolf quicker. This is fine unless 
they do so on a long, straight section of road. If 
this happens, repeat the oil-and-brake maneu- 
ver to get them out in front, and immediately 
open fire. 

Midway through the scenario the screen 
switches to show a helicopter taking off. Guess 
where it is heading? The instant this occurs, 
switch to missiles and fire: The helicopter will 
be coming up directly in front of the car. If this 
first shot misses, the helicopter will fly over 
Wolf and come around for another pass. 
Switch back to oil and drop some to get the 
enemy off David’s rear. Once done, immediate- 
ly go back to missile control to be ready for the 
second pass. When the helicopter is eliminat- 
ed, the rest of this scenario can be continued 
like car chase No. 1. 


Parachuting 
In this scene, David must steal the 
parachute off Garth Stock’s back in midair in 
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order to land on a delivery truck heading into 
Vasto’s secret lair. 

In Part 1, Wolf must maneuver so as to 
catch Stock and steal his parachute. Start by 
turning the stick so Stock 
is directly in front of David, 
and keep him there at all 
times. Once this is done, 
push the stick forward and 
fall toward Stock. If David 
begins to pass over Stock, 
pull back on the stick until 
he is slightly behind Stock 
once again. 

Once the two men col- 
lide, David steals the chute and begins his 
descent towards the truck. When Part 2 begins, 
keep the truck directly in front, as in Part 1, and 
move the stick left and right to compensate for 
any crosswinds. As long as the truck remains 
right in front of Wolf's feet, all is well. When the 
truck is centered, push forward on the stick to 
fall faster until Wolf’s feet hit the truck. 


Stealth Jet 


In the final mission, David must navigate the 
jet home while warding off enemy fighters and 
surface-to-air missiles. Listen to Kelly and fol- 
low her suggestions without hesitation. Once 
the scene begins, immediately shoot out the 
hangar doors and increase to full throttle when 
Kelly says so. When the fighter is rolling down 
the runway, Kelly will advise David to pull up 
right as the jet approaches the enemy tank. Do 
so instantly. Any delay will result in a collision. 
Once airborne, fly the jet low to the ground and 
straight ahead until the surface-to-air missile 
flies past the jet. Next, Kelly will advise flying 
the jet through the hangar to shake the missile. 

At this point, bank the jet hard to the left 180 
degrees, until the hangar appears directly in 
front of the jet. Skim as close as you can to the 
ground, and navigate through the hangar, tap- 
ping lightly on the stick to make slight left and 
right adjustments. 

Once the jet is free of the hangar, Wolf must 
then knock down two enemy fighters to com- 
plete the scenario. The jets appear on the bot- 
tom-center display in relation to the stealth. 
Use the stick to bring the fighters around to the 
front of the jet. Once the lock indicator appears, 
fire a missile and be ready for enemy fire. If a 
missile is coming at the jet, immediately steer 
hard right and dive to avoid the shot, then 
home in on the next fighter. Once a fighter is 
locked on the screen and David launches a mis- 
sile, try not to steer hard in any direction until 
the missile hits the enemy: Doing so may break 
the lock and force a miss. After the two fighters 
are downed, Kelly will inform David that the 
landing is automatic, so you can sit back and 
watch comfortably. If all goes well, the plane 
will land and Wolf will have succeeded in sav- 
ing the world. As a reward, he'll receive the 
gratitude of the beautiful Kelly O’Neal, much 
like a typical ending of another famous agent's 
adventures. 

—F.T., Jr. 


VG&CE ¢ APRIL 1990 


TITLE OF GAME 
10 Yard Fight 
1942 
1943 
720 Degrees 
8 Eyes 
Adv. Bayou Billy 
Adventure Island 
Adv. of Lolo 
Adv. Tom Sawyer 

*Aigina Proph. 
After Burner 
Air Fortress 
Airwolf 
Alien Syndrome 
All Pro Basketball 
Alpha Mission 
Amagon 
Anticipation 
Arkanoid w/contr! 
Arkanoid 

(controllr only) 
Athena 
Athletic World 
Baby Boomer 
Back to Future 
Bad Dudes 
Bad Str Braw! 
Balloon Flight 
Baseball 
Baseball Stars 
Basesloaded 
Bashi Bazook 
Bionic Commando 

*Black Tiger 
Black Bass 
Blades of Steel 
Blaster Master 
Bomber Man 
Breakthru 
Bubble Bobble 
Bugs Bunny 
Bump and Jump 
Burger Time 
Calif. Games 
Captain Commic 

*Caracresta 
Casino Kid 
Castlequest 

Castlevania 

Castlevania II 

Chess Master 

* Chester Field 

Chubby Cherub 

City Connection 

Clash/Demonhead 

Clu Clu Land 

Cobra Command 

Cobra Triangle 

Commando 

Contra 

Cybernoid 


QUICK DELIVERY_—= >> 


St"(612)533-8118 


TODAY 


OR WRITE TO: “THE FUN COMPANY” 


Dr. Chaos 
Dr. Jekyll/Hyde 
Dance Aerobics 
Deadly Towers 
Defender II 
Desert Command 
Defender/Crown 
Dig Dug II 
Dino Riki 
Donkey Kong 
Donkey Kong Jr. 
Dnky Kg Jr Math 
Donkey Kong 3 
Donkey Kong 3 
Donkey Kg Clas. 
Double Dragon 
Double Dragon I! 
Double Dribble 
Dragon Power 
Dragon Warrior 
Duck Hunt 
Duck Tales 
Elev. Action 
Empire City 
Excitebike 
Faxanadu 
Fester Quest 
Fighting Golf LT 
Fist/ North Star 
Flying Dragon | 
Freedom Force 
Friday the 13th 
Galaga 
Gauntlet 

*Genghis Khan 
Ghost & Goblins 
Ghost Busters 
Goal 
Godzilla 
Golf 
Golf Pebble Bch 
Golgo 13 
Goonies || 
Gotcha 
Gradius 

*Grand Prix 
Guardian Legend 
Guerilla War 
Gum Shoe 
Gunsmoke 
Gyruss 

*Heavy Barrel 

*Hector Vector 
Hogans Alley 
Hollywood Spgs. 
Hoops 
Hydlide 
Ice Climber 
Ice Hockey 
Ikari Warriors 
Ikari Warriors II 


$16 
14 


$29 
26 


Indiana Jones 
lron Sword 
lron Tank 
Jackal 

Jaws 

Jeopardy 
Jeopardy Jr. 
John E. Qtrback 
Jordan vs. Bird 
Joust 

Karate Champ 
Karate Kid 
Karnov 

Kid Icarus 


*Kid Kool 


Kid Niki 
King Knight 
Kung Fu 
*Kung Fu II 
Kung Fu Heroes 
Legacy/ Wizard 
Legend of Kage 
Legendary Wings 
Life Force 
Lode Runner 
Lunar Pool 
Mach Rider 
*Magic Shahrazad 
Magmax 
Maj Lg Baseball 
Marbe!l Madness 
Mappy Land 
Mario Bros. 
*Marvels Xmen 
Mega Man 
Mega Man I! 
Metal Gear 
Metroid 
Mickey Mouse 
Mghty Bmb Jack 
Millipede 
Milons Sec Cast! 
*Mission XX 
Monster Party 
Muscle 
Mystery Quest 
Natl Football Lg 
*Nightmare Elm St 
Ninja Gaiden 
Ninja Kid 
*Ninja Taro 
Nobun. Ambition 
Operation Wolf 
Othello 
P.O.W. 
Pacman 
Paper Boy 
*Password 
Pinball 
Platoon 
Popeye 


$14 $26 
20 39 
10 19 
10 19 
10 19 
16 29 
18 34 
10 19 
16 29 
10 19 
10 19 
10 «19 
10 19 
25 45 
18 34 
18 34 
16 29 
10 «19 
20 38 
15 28 
14-26 
10 619 
10 6419 
10 18 
18 34 
20 38 
10 619 
18 34 
10 «19 
10 19 
18 34 
12 22 
25 48 
20 38 
30 59 
18 34 
10 19 
14-26 
12 26 
20 38 
10 19 
12 26 
16 28 
18 34 
16 29 
14 26 
20 38 
20 38 
16 29 
16 29 
16 29 
20 38 
12 22 
10 619 
18 34 
10 19 
16 29 
18 34 
10 19 
10 19 
16 29 


Predator 
*Price is Right 
Pro-Am Racing 
Pro Wrestling 
Punch Out 
Q-Bert 
Racket Attack 
Rad Racer 
Raid Bung!. Bay 
Rambo 
Rampage 
RBI Baseball 
Renegade 
Ring King 
*Road Runner 
*Robo Cop 
Robo Warriors 
Roger Rabbit 
* Rollerball 
Rolling Thunder 
Romance/3 Kings 
Rush ‘N Attack 
Rygar 
Section Z 
Seicross 
Sesame Str 123 
Sesame Str ABC 
Shinobi 
Shooting Range 
Side Pocket 
Silent Service 
Skate Or Die 
Sky Kid 
Sky Shark 
Slalom 
Soccer 
Solomons Key 
Spelunker 
Spy Hunter 
Spy vs. Spy 
Sqoon 
Stadium Events 
Star Force 
*Star Force II 
Star Soldier 
Star Voyager 
Stinger 
Strider 
Super Dodge Ball 
Super Off Road 
Superman 
Super Mario | 
Super Mario || 


Super Mario/Duck Hunt 


Super Pitfall 
Super Sprint 
*Super Star Force 
*Super Xevious 
Taboo 6th Sense 
Tag Team Wrest! 
Tecmo Baseball 


MOST GAMES DELIVERED WITHIN 2 BUSINESS DAYS 


> 
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FUNCO, INC., 4948 Highway 169 North, New Hope, MN 55428 
To Purchase: Send check or money order, or credit card number to FUNCO, INC., 
4948 Highway 169 North, New Hope, MN 55428. Add $3.50 Shipping plus 50¢ 
per game. Add $1.00 per title if ordering by credit card. APO's, Canada, Alaska, 
Hawaii, please double shipping charges. MN residents please add 6% sales tax. 
To Sell Us Games: Call us first for current prices. Prices based on game, instruc- 
tion manual and original box. Subtract $1.00 for missing manuals and $3.00 for 
missing boxes. Accepted games are paid within 48 hours of receipt of games. 
(Due to a 3 month lead time to place this ad, our sell or buy prices may be different) 
We Reserve The Right To Refuse Any Purchase Or Sale 


* NEW RELEASES 


Tecmo Bowl 
Teenage Mutant 
Ninja Turtles 

Tennis 
Terminator 
*Terra Cresta 
Tetris (Tengen) 
Three Stooges 
*Thundercade 
Tiger Heli 
*Titan Warrior 
Top Gun 
Touchdown Fever 
Town & Country 
Track & Field 
Track & Field II 
Trojan 
Twin Eagle 
Ultima 
Urban Champion 
US Golf 
*Vegas Dream 
*Vindicators 
Volleyball 
Wheel/ Fortune 
Wild Gunman 
*Willow 
Winter Games 


Wizards/ Warriors 


World Games 
World Runner 
Wrecking Crew 
Wrestlemania 
Xenophobe 
Xevious 
Zanac 
Zelda 
Zelda || 
*Zeta Gundam 
*Zombie Master 


NINTENDO ACCESSORIES 


Game Cleaner 
Light Gun 
Control Deck 
Power Glove 
Controllers 
Gamebo 


SEGA GENESIS 
Control Deck (NEW) 
Forgotten World 
Ghouls N’ Ghosts 
Golden Axe 


Golf 

Last Battle 
Mystic Defender 
Rambo III 


Revenge of the Shinobi 


Soccer 
Space Harrier || 
Super Hang On 


Super Thunder Blade 


Thunder Fore II 


Tom Lasorda Baseball 


Truxton 
Zoom 


SEND US YOUR USED 
GAMES AND RECEIVE 


UP TO $5Q00 PER GAME 


ACCEPTED GAMES ARE PAID WITHIN 
48 HOURS OF RECEIPT OF GAMES 


$25 


7 
35 
35 

5 


$49 


FREE MEMBERSHIP—Justfill out coupon and mail in. You will 
receive “The Fun Club” catalog monthly. 


THE FUN CLUB 


4948 Highway 169 North, New Hope, MN 55428 


Name 


Address 


City 
State 
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ARCADE HITS THAT HIT HOME 
1623 Buckeye Dr., Milpitas, CA 95035 408/473-9400 


AFTER BURNER, SHINOBI. ALIEN SYNDROME. FANTASY ZONE: TM & ©1987. 1989 Sega Enterprises. Ltd. Manufac- 
tured under license from Sega Enterprises, Ltd. GAUNTLET: @ Atari Games: ©1988 Tengen, inc. HARD DRIVIN': TM 
Atari: Games, ligensed to Tengen. inc. ©1989 Atari Games. LICENCE TO KILL: TM & ©1988 Danjag S.A. and United 
Artists Co. All rights reserved. MS. PAC-MAN: TM Nameo, Ltd.: licensed to Tengen, Inc. ©1990 Tengen. inc: ©1982 
Namco. Ltd. PAC-MAN: @ and‘©1980. 1984 Namco. Ltd. POLICE ACADEMY: TM and ©1988 Warner Bros. Inc. Used 
by Tengen. inc. under figense, R.B.1. BASEBALL: @Atari Games: ©1989 Tengen. Inc. ©1986. 1987. Namco. Ltd. 

RBI BASEBALL 2: TM Atari Games; licensed to Tengen, fc. ©1990 Tengen, inc. ROAD RUNNER: TM & ©1989 Warner 
Bros. and Atari Games. All rights reserved. Used by Atari Games under license. ROLLING THUNDER: TM and ©1986 
1989 Namco. Ltd. SKULL & CROSSBONES: FM Atari Games: licensed to Tengen, inc. ©1989 Atari Games 

SUPER SPRINT:© Atari Games: ©1989 Tengen. inc. TOOBIN’: ® Atari Games: ©1989 Tengen, Inc. VINDICATORS: & 


Atari Games; G1988 Tencen. inc. XYBOTS: © Atari Games 989 Tengen. Inc 
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Tengen’s products 
are designed and 
manufactured in 
USA by Tengen. 
They are not 
designed, manufac- 
tured, sponsored 

or endorsed by 
Nintendo. 


Nintendo and Nintendo Entertainment System 
are trademarks of Nintendo of America, inc 
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It’s the ultimate weapon. : carefully hidden in a heavily guarded armory. What you have 


The one they call HEAVY to do is get in, find and assemble HEAVY BARREL, then 
BARREL. \t’s the only thing that can do what any red-blooded American would do when faced 
stop an ugly assortment of terrorists who are with the end of the world. But hurry. The clock is ticking. ee 
holding the world hostage with a cache of nuclear goodies The terrorists are ticked off. And you've got a job to do. | 
they fully intend to use. HEAVY BARREL. \t blew you away in the arcades. 


The problem is that HEAVY BARREL is in six pieces. And now Data East is bringing this arsenal of action home. 


? 


© Data East USA, inc. Heavy Barrel is a registered trademark of Data East USA. Inc. ‘Nintendo* and Nintendo Entertainment System’ are registered trademarks of Nintendo of America inc. y 
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